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COMPLETE GAMES! 

DRACONUS Zeppelin ■ OCEAN CONQUEROR Hewson 
ZYBEX Zeppelin ■ 3-D LUNATTACK Hewson 
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No tape? 
Ask your 
newsagent 
for your wiz ZZAP! 
Mega -Games 
Compilation! 
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WONDERLAND 

Puzzles, conundrums, potions, 
caterpi ars, mushrooms and very 
Mad Halters for your IBM PC. 
Amiga, Atari ST and Archimedes 




JUDGE DR 

"Nobody's anlnnocent citl 
we're just hereto determirt 
the level ot guilt." Amstrad. 
Spectrum, Amiga, Atari & C64 






" OEtUXESCRABl 

The NEW deluxe computer efc^fJKie 
ultimate in computer word games. Out^, 
shines all previous versions. IBM PC 




FISTS OF FURY 

Battle your wa. 
the biggest : ,ef ' 
time - Double D 

Shinobi, NinjaW 
Dynamite Dux. ■ 
C64. Spectrum and 







THfUj|NETlC SCROLLS 
COUKJiIMOLUME Or|L 

CoiiptBr.fliid of Thieves 
JiShl-ttiiWTJfccadventulF 
flmaqced to nB|er Wonder 
1 land's new MiBc Window^ 

~ systen Jlv ••; Amiga. . 

nd Archimedes 
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THEIR EYES MET ACROSS THE LABORATORY... 
. THE CHEMISTRY WAS INSTANTANEOUS! , 



BUT IS CHIP MAN ENOUGH TO GET INTO 

MELINDA'S CLUB? 




144 levels of mind-boggling 
dexterity and wrist-wrenching 
agility stand between him 
and Membership of the BIT 
BUSTER CLUB. 

Once he gets into the club 
he'll get into Melinda's heart 
and together they can integrate 
technology. 

• 144 exasperating levels. 

• Hordes of traps and nasties. 

• An exhilarating test of mental 
agility. 

• An exhausting exercise of 
dexterity. 

• 100% ADDICTIVE! 
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FAST FEATURES 

42 FREE MEGA-POSTER! 

A terrific Turrican II poster to stick up on your wall — and this time it s in the middle 
of the mag! 

49 STICKY MOMENTS! 

The team don glittery garments and compare all manner of joysticks. 
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CORNERING COMPS 

37 JOIN THE NAVY! 

And win a CD player from Ocean! 
30 WIN A TELETEXT TV! 

In this mega-hot Code Masters comp! 



SKIDDING SOFTWARE 



8 SUNK MONACO GP 

Fast and furious racing in both Sizzling conversions of the classic 
Sega coin-op. 

12 THE LAST NINJA III 

System 3's ninja climbs his way to the top again in this Sizzling 
Tibetan adventure. 

35 ELVIRA, MISTRESS OF THE DARK 

Sex 'n' violence, Nick Roberts gets hands-on experience! 
TO SPEEDBALL 2 

Cold, sharp metal and plenty of blood in this Gold Medal-winning 
sequel! The best two-player Amiga game yet! 
74 TURRICAN II 

Coin-op quality action in the Sizzling Amiga conversion of Manfred 
Trenz's masterpiece. 
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l ; 37' 41 



RACING 
REGULARS 

19 RRAP 

25 SCORELORD 

32 MEOATAPE INFO 

35 THE THINK TANK 

41 THE WORD 

44 ZZUPERSTORE 

55 BUDGET 

60 PIO IN A POKE 

79 PREVIEWS 



REVIEWS 



5-0 PiNBALL 55 

ARGON FACTOR, THE 35 

BADLANDS (Amiga) 73 

BAT (Ami?*) M 
BATMAN: THE CAPED 

CRUSADER 55 
CENTAUR! ALLIANCE. THE 35 

DRAGONSTRtKE 7 
DRAGONSTRIKE 

(Amiga) 7 
DRAGON MARS 

(Amiga) 35 

ELIMINATOR 55 
ELVIRA MISTRESS Of THE 

DARK (Amiga) 5> 35 
FINAL WHISTLE 

(Amiga) " 

FIRELORD 56 

HARPOON (Amiga) 34 
LAST NINJA III. 

THE (St « 

LINE OF FIRE «fl 

LINE OF FIRE (Amiga) 69 

OBITUS (Amiga) 35 

RANARAMA 55 
RANK (Amiga) 

RETURN OF THE JEDi 55 
SPEEDBALL 2 

(Amiga) IGM) 70 

SUPER CARS G» 
SUPER MONACO 

GPfSJ 8 
SUPER MONACO GP 

(Amiga) (3) » 
TEENAGE MUTANT HERO 

TURTLES »0 
TEENAGE MUTANT HERO 

TURTLES (Amiga) 10 

TOTAL RECALL 76 

TOTAL RECALL (Amiga) 76 

TURBO KART RACER 55 

TURRICAN II (Amiga) BJ 74 

WELLTR1S 17 

VCS. PRIME MINISTER 55 
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ZZAP 64 "Amazing graphics... with a superb 
soundtrack and brilliant backgrounds... 
completing the game is an immense challenge... 
The ultimate in entertainment software..." 
AMIGA ACTION "On seeing Beast for the first time, 
I was convinced that this was the best gamel'd seen... 
Beast scores highly both in graphics and sound 

departments... adds up to one hell of a well-presented game." 
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DRAGONS1RIKE 



• US Gold/SSI, 
C64 £24.99 disk 
only; Amiga 
£29.99 





The magical world of 
Krynn is under threat 
from the Dark Queen's 
dragonarmies. Its only possible 
saviours are the noble 
Solamnic knights, whose ranks 
you've just joined. 

Flying on dragonback in 20* 
plus missions, you come 
across not only evil dragons 
but also ships, castles, 
wyverns and mighty flying 
fortresses. Before each 
mission, you're given the 
opportunity to preview the 
landscape you'll be flying over 
and shown a map which marks 
the deployment of good and 
evil dragons. 

The screen is dominated by a 
3-D view from your saddle, 
your dragonlance pointing 
ahead of you (it can be 
replaced with a simpler 
crosshair sight). Your dragon's 
power, speed, altitude and 
heading are Indicated on 
various displays for general 

* Medieval combat, Sigh above the magical world of Krynn, (C64) 



dragonfllght, while a magical 
crystal ball acts as radar for 
enemy detection. Both you and 
your dragon have limited 
energy, but as it dwindles you 
can tap into your supply of 
Keoghton/s Healing Ointment. 

A joystick controls the 
dragon's flight and keys aim 
the lance. Good dragons have 
lightning bolt and limited 
fire/smoke breath weapons. 
The dragon automatically tries 
to bite or claw any opponent 



DragonStrikes presentation is superb with free postcard 
dragon illustrations, gorgeous static screens and reams 
of scene-setting text. It's a shame this attention to detail 
doesn't extend to the core of the game, the simulator. 
Flight itself is very limited on the graphics front and the 
Amiga game judders along when flying over polygon- 
intensive graphics like the castle (which isn't all thai 
impressive anyway). By contrast the C64 version is devoid of 
anything other than occasional ground graphics and the main 
dragon/ship sprites* Attacking ships is very difficult on the C64 
game without visual cues of height (an altitude warning being the 
only clue as to my immediate demise). But it is fun 'dog'fighting at 
close range, spinning the lance round and pronging the enemy up 
the behind (accompanied by a 'Yowl!' (I should think so! — Ed)). The 
sensation of flight is unsurprisingly better on the Amiga with flapping 
wing FX and so on to heighten me sensation — the C64 dragon roar 
is good but it's very spartan on the FX front otherwise. 

Despite a lock of mission depth per mission and little in the way of 
adventure element, it's playable and different and worth 
recommendation. 



that passes just below it, and 
you automatically use a sword 
on any beast passing just 
above. 



The idea of patrolling monster-filled skies as a Solamnic 
knight is great. The 3-D landscapes /ooic fine, and the 
sensation of flight is good, but the Amiga screen update 
is quite slow and jerky, even with low-detail and 
wireframe graphics selected. The C64 game doesn't 
suffer from such problems as there aren't any backdrops 
to worry about. The C64 sprites are blocky but well- 
animated, Amiga sprites are unimpressive but the main bugbear 
with me is the colour scheme. Nice, lush greens and a bright blue 
sky are completely inappropriate to the grim, fierce bottles related in 
the books — dark greys, deep reds and a stormy sky would've 
given the correct atmosphere; the primary blues of the C64 game 
don't work. 

Gameplay is easily grasped but fun, although with separate lance 
controls you either have to leave it where it is 95% of the time or get 
a friend to aim it — maybe mouse control for the lance would have 
worked better. One dragon's very much like another but staying 
them makes a very welcome change lo searching out SAM sites and 
shooting down MrGs. 






PRESENTATION 90% 

Excellent; comprehensive manual 
with plenty of background material, 
full-colour AO&O data cords, redefin- 
oWc controls, graphics options and 
save /load facility. 

GRAPHICS 68% 

Well formed and coloured 3 D 
landscape but with jedcy, unconvinc- 
ing movement. 

SOUND 60% 

Oiay in-game tunes and jingles plus 
some camming drogon growls and 
screams. 

HOOK ABILITY 78% 

Tt>e atmos phcre generated by 
pockogino, intro screens and text 
plus novelty of riding o 

drogon ore more than enough to 
grasp your attention* 

LA STABILITY 76% 

Different dragons to both ride and 
slay phis o few extra targets for mis 
sion variety. 
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3 D Joutt with depth (obviously!) and 
strategy. 



PRESENTATION 83% 

Same as Amiga, except lot no 
graphic ophons and heavier diiic 
accessing. 

GRAPHICS 65% 

Not much scenery but detailed sprite* 
move nkaly. 

SOUND 35% 

Mediocre tune and mimmotistic FX. 

HOOK ABILITY 71% 

Very easy to get into.. . 

LASTABILITY 67% 

—and quite a few missions, but 
variety is a bA limited for the price* 




A superbly presented dragon siml 
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ZZAPITEST! 



• US Gold, C64 
£10.99 casseMe, 
£15.99 disk; 
Amiga £24.99 



onaco has to be the 
most glamorous and 
exciting Grand Prix 
race, dropping a gaggle of 

* The race has just begun and the cars are stilf tightly grouped, making 
ow Making hazardous. (Amiga) _ 



200mph speed machines onto 
the streets of Monte Carlo. It's 
incredibly dangerous, noisy 
and absolutely exhausting for 



the world's best drivers but 
who could resist taking pan? 
While waiting to be turned into 
sliced beef on a nasty hairpin 
turn you could take a stroll 
along those famous golden 
beaches, lose a year s wages in 
the exclusive casinos and 
maybe even chat up a princess. 
And what better incentive to 
risk your life could you want 



-A-W 

Aim s 



than the chance to meet 
Princess Stephanie, with her 
hip-cut designer swimsuits, 
sultry eyes, dangerous attitude 
and big, uhm. shoulders? It 
sure beats Brands Hatch with 
the rain, hot dogs and Fergie 
falling out of her llmo! 

In the original com-op you 
were plucked off the streets to 
swap your jeans for an 
asbestos suit and a ticket to 
Monaco. But for the home 
computer market this is all too 
easy — before getting your 
chance to become an 
international playboy you must 
prove yourself on three other 
tracks: France* Brazil and 
Spain. On all the tracks you 
must do a qualification lap to 
determine which position you 
start at. 

The computer will decide at 
random whether conditions are 
wet or dry Once in the three- 
lap race you have to beat some 
peculiar qualification rules. 
With each lap you make, the 
position you have to be in goes 
up one: if you're not in that 
position as you cross the finish 
line you're removed from the 
race — game over 

Before you can accelerate 
yourself into oblivion you must 
decide how quickly you're 
going to do it. There are three 
car transmissions to choose 




Monoco doesn't offer anything 
particularly new or original to 
the race game genre, but there 
are surprisingly few good rac- 
ers around and this is the first 
C64 game to use the superla- 
tive Turbo graphics system. The 
mirror works particularly well 
on the C64 where the number 
of can on screen is inevitably 
limited — the mirror allows 
three cars on screen and gives 
a good sense of being in the 
thick of a Formula One pock. 
Unlike Turbo where it was 
mainly a case of beating the 
clock, Monoco forces you into 
some reoHy tight overtaking 
situations and the one life sys- 
tem makes for a much more 
realistic feel. This game makes 
you sweat! 

On both C64 and Amiga 
success seems impossible ini- 
tially, but if you persist the 
game begins to open up into a 
compulsive challenge. Of the 
two versions, I prefer the C64 
one as the Amiga has a little 
bit of pale palette ST-itis, but 
the sheer number of cars on 
the rood help compensate. 
Without doubt both conver- 
sions offer pole position racing 
action and US Gold's decision 
to quadruple the number of 
(rocks means there's plenty of 
testability. 
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(rom: Beginner's Automatic 
(Low skill level with a low top 
speed to match), Intermediate 
4-Gear System (Medium skill 
level with faster acceleration 
and slightly higher top speed) 
and the awesome Professional 
7 -Gear System (High skill level 
with a monster engine and a 
hair-raising top speed of 
200+mph). Needless to say. If 
you hit any roadside object at 
speed you disappear in a ball of 
flame! It's death or glory on the 



fou can t play cautious 
n you're aiming to Impress 
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PRESENTATION 90 # /e> 

Curvoceou* loading ond good 

'goaf select" Krecnt, cleanly laid owl 
in gome display ond abov^-overogti 
congratulatory screen*. 5mort mulfi- 
lood: one* you choose your tronsmis- 
ston all tour track* ore looded in one. 

GRAPHICS 64% 

Good rood perspective, mirror works 
well and the H«<ty COT * "JT™" 
inatv aoad date uo* 



SOUND 85V. 

YVeJI turfed, pacy boding tune by 
e**Monkx ol Noi*£ Jeroen W. 
Standard in -gome FX include engine 
lone, screeching tyres and cor bumpi 

OOK ABILITY 91% 

The 'gear select* system rfrtroducet 
the player to the gome very tatty, 
but you've got to leorn the frock lay- 
out* to succeed. 

INSTABILITY 8 *•/. 

Eleven other determined rocen 
weaving around vrrtti hght position 
limits oHeo o good chatnge, brat 
ing Ivrbo Out fun. 



PRESENTATION 86% 

Mutfc-t crte n attract mode matching 
the coin op for style, Not^so-ho* * ^ 

curt completion screen, 
ioyshek/mous* control with 3 levels 
a* ieniitrvity. Acceptable muhilood. 

GRAPHICS B* m /m 

Very fast update ohhough the layered 
graphics do repeat from time to time. 

SOUND 78% 

Middling hHe tune, ofhw 
above avwog* tunei ond generally 
good eHach. 

HOOKABILITY 92% 

Excellent rote sensation with 
intelligent computer can- The auto- 
matic gear shift introduces the player 
gently white keeping the challenge 
Ufa 

INSTABILITY 88% 

^ Four race circuits plus sifpperv wet 
condition races mokes We tricky — 
ond that's before you get round to 
^ tackling the 4/7-gear systems. 



Sheer speed makes Monoco stand out from me crowd of rocen cur- 
rently available. On ihe C64, mis is provided by Grant Harrison's 
version of the Visual FX Turbo graphics system — the speed's even 
more amazing considering the extra processing rime needed for the 
added rear-view mirror and con getting larger as you approach 
them. On both versions the graphical speed is exhilaratina as you 
edge perilously closer to the edge of the track to get round the bends 
as tost as possible — especially as the brakes ore very sensitive, so 
you must only tap them lighrty if you don't want to slow to a snail's 
pace. An ever-decreasing position limit forces you to really put your 
root down, weaving between intelligent computer con at top speed. 
In short, Monoco perfectly captures the intense Grand Prix atmo- 
sphere with a thrilling combination of skill, speed ond daring. 





[like all Sega rocer coin-ops, Monoco was a tour de force of layered 
graphics but this one was different in that it relied on timing and pre- 
cise car handling if you were to get round the Monoco course in one 
piece, something which makes the payability of both home versions 
a cut above most simplistic racers. Grant (SO) Harrison's C64 oro- 

Kmming makes for a decent speed effect, not quite as fast as in SCI 
still pretty good together with some good Nick Cooke graphics. 
ZZKJ's experience with Super Hang On pays off with the Amiga ver- 
sion going flat out and capturing the need for speed in fine style, 
ahhough the one-sided buildings look o little odd rushing post. The 
fun of the 16-bit game comes from just rocketing along, tackling 
bends at daringly high speeds. Great fun. 

Top marks too for structuring the C64 game so mat you don't have 
to rewind tape every five minutes. You can put in a good number of 
beginner's runs before you decide to upgrade the gear system and 
attempt a Cup-winning session. The Amiga doesn't suffer even with 
mubilood per hock, and there's a nice rendition of the coin-op's 
attract mode. Pity the congratulatory screen is a little indistinct and 
those women are outrageously proportioned — by me way, which 
one's Staph? 



* About to pass another car in the 
famous tunnel section. (Amiga) 






Great coin op racing cornel to the 
Am*go in fine style. 
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• Konami/lmageworks, 
C64 £ 1 2.99 cassette, 
£ 1 6.99 disk; Amiga 
£24.99 



TEENAGE MUTANT HERO 




kay f let me get this 
straight Four terrapins 
fell into some 
radioactive sludge, but ware 
rescued by a rat called Splinter 
which had learnt martial arts 
from watching a master ninja. 
The radioactivity naturally grew 
all five creatures to man-size 
and enabled them to speak 
English. The Turtles learnt 
Californian surfer lingo from TV 
and, in time, became 
international heroes. 

Obviously this is completely 
ludicrous and unbelievable, so 
when the Turtles became a 
worldwide phenomenon the 
plot was changed to something 
much more realistic. Now 
instead of Splinter being an 
Incredibly smart rat, he's a 
human who was transformed 
into a rat This incredibly mean 
act was perpetrated by 
Shredder after he killed the 
previous leader, a good friend 
of Splinter. Once transformed 
into a rat, Splinter just 
happened to come across four 
Turtles as they fell into that 
critical radioactive sludge. All 
makes perfect sense now, 
doesn't It? 

In the computer game the 
Turtles are battling, as ever, 
with the Foot Clan In their 
quest to get the Transformer 
device from Shredder Also, 
their reporter friend April O'Neil 
has been kidnapped and must 
be rescued. The game takes 
place in New York, viewed from 



overhead. You control a single 
Turtle as he scuttles about 
battling ninjas Certain 
buildinas can be entered and 




* Leonardo takes on the Foot Clan, with April held hostage ot the top. 
(Amiga) 



the view changes to a side-on 
one. The Turtle can run around, 
make massive leaps and fight 
The weapon used varies 
according to the character, 
each of which has his own 
energy and can be switched 




The dudes ore here at lost, but the gome's a bit of an 
anticlimax on the C64. Wi a very mediocre arcode 
adventure which wouldn't stand o chance without the 
interest generated by the strong licence. Dedicated 
lurries fans will no doubt lap up the unsophisticated 
beat-'em-up action — though the inflated price tog is 
harder to stomach than a 1 2-inch pizza. But mere's noth- 
ing at all outstanding to see or do and the repetitive sewer sections 
olllook very much afike. 

Talking of sewers, (he Amiga looks like it crawled out of one. 
Incredibly jedcy scrolling, pathetic (sometimes two-frame!) animation, 
and a general lock of detail are complemented by an irritating tune. 
Go me play is identical to the C64, ie very derivative and unambitious 
even tor 8-bit, never mind 16-bit. Shredder must be laughing his 
heod off at this dire effort, Totally bogus, dudes! 



Well you've already bought this one by the crate load, 
so I guess this review is of more historical interest than 
anything else* Wisely Mirrorsoft declined to send out 
pre-prod versions for reviews, thus missing pre X mas 
reviews, but with the Amiga simply a gtonce would 
reveal a chronic scroll and banal graphics suffering 
mediocre animation. ST-portitus strikes ogain! Gomeplay 
is an unremarkable mix of overhead-view maze with side-on com- 
bat- Sluggish response makes the latter unsatisfying, and repetition 
soon sets in. It's a dull game which would've sunk without trace if it 
didn't have the Turtles name. 

C64 Turtles isn't quite so technically poor, the backgrounds are 
reasonable and the Turtles sprites are acceptable. However, splodgy 
•Mtny sprites and the basic limitations of gomeplay make this 
amazingly inept for the high price point, A swift muJtiload and 
numerous levels can't compensate for this. I only hope oil those new 
C64 owners aren't going to go off computer games after this. 




* Michoelongeb bashes another baddie down in the sewer. (C64) 



between by pressing space. To 
restore energy you can collect 
pizzas, of course. Other pick-up 
items include additional 
weapons such as a 
Boomerang, Shuriken, Triple 
Shuriken, Anti-Clan missiles, a 
rope for climbing between 
buildings and limited 
Invulnerability. On the overhead 
section there's a party-van 
which can be driven around. 



PRESENTATION 55% 

Sluggish mulfilooding, lacklustre intro 
and in-gomc pic*, out serve gome 
option (overwriting any previous 

me). 

GRAPHICS 40% 

Okay graphics but dire animation 
and scrolling. 

SOUND 47% 

As with the C64, cheery bul 
repetitive. 

HOOK ABILITY 39% 

Eosy to get into, but unsatisfying lor 
vhe price*.. 

INSTABILITY 37% 

...while htM levels oHer linie to breclt 
up the monotony. 




Turtiey 




PRESENTATION 64% 

The 16 multiloods are quite quick 
plus there's four continue- ploys and 
on okay intro. 

GRAPHICS 59% 

Scrolling is relatively smooth and 
backgrounds ore quite nice, but 
sprites are poor. 

SOUND 60% 

A cheery but unsophisticated tune. 

HOOK ABILITY 6 1 % 

Quite simple so young kiddies won't 
have too many problems. 

LA STABILITY 59% 

A biggish mapping challenge, but 
repetitive. 




1 



Nin[a 3 Is here and ready (o 
explode onto your screen with 
the most glorious display of 
graphics and animated fight 
sequences ever seen In this 



'3D' background graphics and 
a more than generous helping 
of all-out action, Nln|a J dis- 
plays a degree of excellence 
never before experienced by 
even the most seasoned Nlnja 
fan. Nln|a 3 - A game ot eafc 
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Its been several centuries, 
and lour years, since the 
ancient ninja brotherhood 
was all but wiped out by the 
evil machinations of the 
Shogun Kunitoki In the 
aftermath of that slaughter the 
last ninja, Armakuni. defended 
the island Len Fen against the 
Shogun's armies (94%, 'Issue 
28, 1987). Kunitoki was 
defeated and only escaped 
death by means of a magical 
orb transporting him through 
time and space to 
contemporary New York. The 
Last Ninja II (94%, Issue 41, 
1988) saw Armakuni tracking 
Kunitoki through the streets of 
New York, taking on his vicious 
criminal empire and ultimately 
deleating him once more. But 
now Kunitoki is ready for 
Armakuni. In this latest epic the 
malevolent Shogun has 
retreated to Tibet and the 
Palace of Mysteries where he 
plots a new world order, a 
realm of Chaos. While he works 
at this colossal and apocalyptic 
feat of Black Magic his latest, 
and most powerful army has 
prepared itself for the last 
ninja... 

The Palace of Mysteries is 
split into Five levels: earth, 
wind, water, fire and void — 
each with betweer. 12 and 16 
screens- To complete a level, 
Its guardian shogun must be 
killed This requires a certain 
amount of Bushido, or honour, 
which Is built up by defeating 
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System 3's flagship series has 

Eone bock to its roots with this 
rillianHy atmospheric arcade 
adventure. The three-minute 
intra is a stunning example of 
what's possible on cartridge 
which, combined with superb 
death and 'game complete' 
pictures, gives the program a 
genuinely magical feel. The 

Eiphks are generally excel* 
t, with some superb bock- 
grounds. The detail on trees is 
stunning, for example, and the 
way they overwrite characters 
illustrates the sltck/iess of the 
isometric programming. What 
can't be seen from screenshots 
is the animation, with the main 
sprite moving realty well — 
just watch now nunchukas 
sway when being corned. 
System 3 have created one of 
the most detailed and atmo- 
spheric playing environments 
seen on the C64, and my only 
reservation is that realism has 
made some of the levels a bit 
samey. Only on level five does 
the game go for a dramatically 
different, surreal mysticism. 

Actual gameplay is very 
strong with some nice puzzles 
lo sort out. Manufacturing vital 
objects leads to some complex 
problems. In truth I wish mere 
could've been a lot more of 
this — iKs not a Time Mochine 
m terms of complexity or origi- 
nality. However there's plenty 
of ninja combat, with a lot of 
varied opponents, including a 
shogun at the end of eoch 
level. The need to build up 
Bushido by using the correct 
weapons is a neat idea 
(although you can cheat by 
concentrating on beating up 
level one baddies)* In terms of 
gameplay structure /// isn't a 
massive improvement over II, 
but for existing Ninjo fans and 
anyone else who simply wants 
a good arcade adventure, III is 
likely to be an essential pur* 
chase. 
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Kunilokis men. There's a 
diHerent type of soldier for 
each level, each with their own 
attack style and weapon To 
achievVthe mosl Bushido from 
a battle you should use the 
same weapon as the soldier 
uses. If you use a more 
powerful weapon you win little 
honour However, Kunitoki's 
power means that unlike you, 
soldiers cannot be killed: only 
rendered unconscious lor a 
while. Your energy is shown in 
the bottom-left corner along 
your opponent's. Care must be 
taken because energy cannot 



Wit+t a remarkable boost to me 
graphics over the first two 
Nmja gomes, III certainly bolts 
great. Veterans of the original 
wiH notice similarities with the 
first game but the oriental look 
is atmospneric, the elemental 
theme a good one and the 
attention to detail consider 
able. Although there's not a lot 
new in the go me play, the great 
idea of taking on the enemy 
with their weapon instead of 
your most powerful one is a 
new idea that works well. This 
gives the enemy intelligence, 
makes you stop and think 
about each conflict, adding 
depth to the game — although 
I don't think mis alone justifies 
the higher price. The instant 
loading is great though, even if 
previous Ninja games were 
well- structured so muftilooding 
wasn't too bad, and the 
uniquely ambitious intra 
would' ve been unworkable on 
tape or disk. There's some nice 
touches about Ninja III and a 
definite appeal with some 
strong puzzles. For me the 
New York theme of // mode it 
the best of the series, but /// is 
a classy product in its own 
right and bound to a massive 
success. 




That superbly animated waterfall deserve* investigation. 



be restored, although there are 
extra lives to be picked up. You 
begin with Ave lives and three 
continue-plays. 

There's more to the game 
than simply combat, though: 
besides a variety of weapons 
such as swords and 
nunchukas. there are 
numerous objects vital to 
solving various puzzles. At the 
top-right ot the control panel a 
prayorwheel opens to display 



Tne Last Ninja's gomeplay isn't anything special, but the concept has 
been executed extremely well. It isn't as interactive as I would have 
liked, and when H boils down to it there isn't realty much to it. 
Sounds familiar? Well it should becouse that's what Gory Penn said 
about the original, way bock in 1987. Four years on and nothing 
much has changed. The execution is still impressive with some 
superbly detailed isometric graphics, but gameplay-wise III isn t 
much of an improvement on its predecessors. The graphics are possi- 
bly the finest yet and instant looding is fun, but ifs a pihf the cart 
wasn't used ta get rid of the mildly irritating build-up of graphics 
when you enter a screen. I also expected some far more sophisticat- 
ed puzzles — yes, they have been marginally improved, but are 
hardly in the same league as those in the old Ultimate games. I think 
the whote Nmja concept is now showing its age a bit, and 25 quid is 
a tot ta pay for slight enhancements — especially if you've already 
at the previous Ninja games. 





any objects hidden on the 
screen It would spoil things to 
reveal too many of the clues, 
but one simple example shows 
the basic idea. To climb a steep 
cliff face you need to find a pair 
of gloves and some nails — 
once collected these are 
automatically turned into 
climbing gloves. Later puzzles 
are quite a bit more complex: 
one even requires you use a 
furnace to manufacture an 
item. 



AMIGA UPDATE 

See prwicwil 

PRESENTATION 94% 

Three -minute intro. death pK and 
good end «qucn« Throe continue 
play*. 

GRAPHICS 

Syilem 3 i unique iwmetrtt 3 0 •» 
token o *t«p further — beowtifulty 
detailed and evocative. The onlv 
Uight flaw rt thai there im' t any dra- 
matic variety apart (ram level five- 

SOUND 92% 

tueilent main ttHc tone, vafioui 
tone* for dWerenl k*eh and Han- 
don! «. 

HOOK ABILITY 92*/. 

fatrty eo*y to gel into, the conhxJ 
lyttom ha* been improved and the 
fir»l Kjw baddies are foirfy eo*y ta 

INSTABILITY 94% 

Five level* provide a wbttanhal 
challenge. e*peoa&y wrlh need to 
build up Buihido. 




Another clank System 3 artode- 
odventure. 
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COMPACT VIDEO GAME SYSTEM 



It 





Includes: 

Game System Console 
Stereo Headphones 
Manual 

Gamate Gamecard 

4 A A Batteries 

Portable.Hand Held 
Design 




"/ — ll 




0 Dot Matrix LCD. 

0 Singh player or Dual player facility with optional lead, 

lechargeable battery pack or AC adaptor available separately. 

Extensive library of Interchangeable Gamecarda to guarantee 

continued excitement, only £14.99 each. 



ONLY 




£59.99 

WITH FREE GAME 




CHEETAH INTERNATIONAL 
Nor bury Houh, Nor bury Road, 

Fairwatcr, Cardiff U.K. CPB 3A 

Telephone: (OHM) BSQ5BB 

■Imi4B74BB Paxi(OBBe) 





LucasArts on the art and science of entertainment 



WORKING 
IN THIS 

Toyi&croRy 

HAS ITS 
UPS AND 

DOWNS. 

Tired of the same old 9 to 5? Then it' s time to punch in 
for the Night Shift ™ at Industrial Might and Logic And 
take control of the wackiest, wildest, toy-making machine 
you've ever imagined 

Here's your chance to punch out DarthVader/ 

Or Luke Skywalker* Indiana 

TV 

JonesTevenZakMcKracken: mini- 
ature dolls of your favorite Lucasfilm 
characters. But make sure you get 
theiT heads screwed on right. Or this 
might be your last day on the job. 

Each eight hour shift takes just a 
few minutes to complete. But the 
better you get, the tougher your job 
gets. Bigger Quotas. Pesky lawyers. 

Furry pests. And of course 
the machine hardly ever 
breaks down. 



TV 




AVAILABLE ON: 
CBM64/128, 
Aimtrad, 
Cassette & Disk, 
Spectrum Cassette, 
Atari ST, Amiga & 
PC & Compatibles 



<^j^NiGHr Shift 



m 



U.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7 AX. Tel: 021 625 3366. 




No ugly wart-nose is 
gonna make a monkey oat 
of me! But that's Just I 
what that witch has done - 
one minute I'm the mighty 
Toki and the next I'm having 
breakfast delousing my armpits. I 
walk a step without tripping over my 
knuckles and, oh, there's an overhanging 
vine - time to swing out sister! But my 
broken heart is going ape. My beloved 
Miho (I can't wait to share a banana with her) 
has been kidnapped and somehow I've 
got to regain my manhood - until then 
I'm just swingin' in the rain! 
The arc^^y^ensation by Fabtck Inc 



now 



OCEAN SOFTWARE LTD, 6 CENTRAL 
STREET, MANCHESTER M2 5NS. 
TEL: 061-832 6633, FAX 061-834 0650 



SPECTRUM . AMSTRAD CARTRIDGE 
COMMODORE CARTRIDGE 
ATARI ST . AMIGA 



ZZAPITEST! 



welhris 



• Infogrames, 

C64 £ 1 0.99 
cassette, £15.99 

disk 



R 



ussia's best game was a 
phenomenon which 
swept across all 
machines and sparked a 
massive legal battle between 
Atari Games. Mirrorsoft and 
Nintendo. Over four years after 
its release it's still all too easy 
lo bump Into Gameboy fanatics 
who boast of playing it non- 
stop for days at a time. Six 
months ago Alexey Pajitnov of 
the Soviet Academy of 
Sciences saw his 1989 sequel 
make it onto the Amiga (83%); 
now the C64 conversion is here 
and Is unsurprisingly much the 
same. 

As In Tetris the player is 
faced with a constant 
onslaught of blocky pieces 
which must be fitted together to 
create lines. Form a solid line 
and it disappears, racking up 
the points and giving you 
space to create more lines- The 
difference is that instead of the 
pieces falling only vertically, 
now they can appear on any of 
the four sides of the 3-D *weH\ 
As they fall downwards you 
can rotate the pieces and also 
move them around the four 
walls. 



If you're slow forming lines 
the well will soon start to fill up. 
Should you be unable to fit a 
piece completely into the base 
of well, and pari of it sticks up a 
wall, then that wall flashes 
yellow and no pieces can be 
moved across it until another 
three pieces have fallen. If all 
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four walls are locked up then 
It's game over. 

Initially the pieces fall slowly, 
are relatively simple and there's 
plenty of little pieces for filling 
in gaps. After fifteen pieces 
things change though, an 
awkwardly shaped bonus piece 
falls and the speed Is 
increased. Also, the purely 
decorative picture on the right 
of the screen changes and you 
start to get fewer easier little 
pieces, and more big, misfit 
blocks. Once you get adept at 
the game you can use the 
options at the start to increase 
the speed and difficulty of the 
game. 




* Well, well, whof» the ute of a well without a bucket? 




Wi tix months since the Amiga game and to be honest 
I'm not as keen on it as I once was. I love C64 Tetris and 
the sequel doesn't match up for me. The main problem 
with the sequel is that it starts off very easy and stays 
that way for a whik?. Then it suddenly jumps up several 
gears in speed, becoming rapidly impossible. The com- 
plexity of the gome means speed five is just too much, 
for me at least. Don't get me wrong, ifs still quite playable — espe- 
cially as a high score game — but its iastobility is a bit dubious. 



The play area's getting perilously full and two walls are still blocked. 



I This slick C64 con- 
W version boosts the 
some scenic 
fs> Russian pks as the 
Amiga, welt-done 
bo* stitl unremark- 
able while the 
Russian tuneiets have been 
lost. Of course half the appeal 
of C64 Tetris was the musk, 
but a more complex game has 
been crammed into a single 
load and with some Cocteau 
Twins on the old ghettoblaster 
you soon get hooked. The abil- 
ity to move the pieces across 
four walls adds a lot to the 
bosk Tetris concept — it takes 
a bit more thought, and leads 
lo the temptation of fitting 
pieces together to create a slick 
pattern rather than going all 
out for lines. Everyone has a 
different approoch to playing 
it, which is fun, and ifs so stnv 
pie you soon get addicted. As 
you get more effkient you can 
trying clearing the screen for 
bonus points / or splitting 
pieces on the corners which 
leads to some odd effects. Ifs 
not quite as compulsive as say 
Puzznk, but its challenge is 
more random so you're 
always hoping that on your 
next go me pieces will fall 
right A must for puzzle fanat- 
ks, and oddictrve for anyone 
compelled by making high 
scores. 



PRESENTATION 78% 

Attractive looding tcreen, 
save-lo-disk high score table, 
selectable difficulty with five speeds 
ond three skill levels. Sound on/off 
plus two different move modes. 

GRAPHICS 64% 

The moin graphic* ore simplistic, but 
effective ond soon build up plenty of 
speed. The pretty pictures ore a bit 
dull though. 

SOUND 41% 

Okay title tune, but in gome FX are 
strictly limited. 

HOOK ABILITY 78% 

Very simple to get into with 
compulsive oddiction soon setting in.** 

LA STABILITY 80% 

p»cs don't provide much of on 
incentive to continue, but fcfris 
needn't them and neither does ihii. 



A compulsive successor to ferns. 
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By Paul O'Malley 



SAVE YOUR WORLD FROM DEATH! - 

Guide the Leg on its quest for the Flames of Zeal. Hidden on six jungle 
infested levels they are the key to the healing of the lifetbrce — tne legendary 
Triphyllos of Nem! 
— an innovative and well presented arcade adventure' ZZAP164 









CBM 64/128 

£9.99 cass £14.99 disk 

Thalamus limited, 
1 Salum House, Calleva Park, 
Aldefmasion, Berkshire RG7 4QW 
Tel 0734 817261 
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COSTLY 
CARTRIDGES 

Dear Lloyd 

I feel I must write to you about 
the recent launch of the new 
C64GS. The age group for the 

enough, but what am I 
saying? I am saying that the 
price of cartridge games is 
way over the top. Twenty quid 
for a 5-year-old, NO WAY IS 
THAT KID GOING TO GET 
MANY GAMES DURING THE 
YEAR except for his/her {no 
sexist comments, girls) 
birthday and Christmas. 

I do hope you take this as a 
serious matter as most kids 
don't have 20 quid to spend 
on a computer game. 
Michael Bather, 
Mer«ey*ide. 
PS. Great mag, great 
features. GREAT 
EVERYTHING. 

Dear ZZAP! 

I have, like many other 

people, tried to write before 

but now think I have 

something up-to-date to talk 

about. 

It's all about cartridges. Oh 
I know all about how good 
they are and they can 
(supposedly) give you 
immediate access of up to 2 
meg. but twenty quid for a 
game! It is a bit cheap. 

Over the years, computer 
owners have been asking for 
computer software prices to 
go down not up. I am sure 
that if you say twenty quid is 
not going to break the budget, 
that you should have bought 
an Amiga. 

I. for one, am a great fan of 
RoboCop and I think it was 
the first I ever finished (after 
many hours of play — I'm not 
that good at it). When I heard 
that Ocean had signed the 
rights to the sequel over a 
year ago I was very excited, 



And now over to Lloyd McCaskill for the weather... 

★ Hallo. Well, spring is truly with us with a gentle breeze 
blowing in from the Atlantic to whip off a few roofs. 
There's a warm front moving in from the west so expect 
lots of sunshine with the odd shower and bath — tee hee^ 
Tonight there's likely to be a touch of ice on the roads, so if 
you're driving remember to use your steering wheel — it helps 
you get round the bends. Tomorrow will start off quietly with 
blizzard conditions, thunder and lightning and torrential rain with 
massive fireballs raining down from the sky in the afternoon... 



but now I will have to 
reconsider buying it. 

Is it some plan by 
Commodore to slowly 
squeeze out the Commodore 
64 market or what? It seems 
that way. 

Colin Finn, Waft 




PS. Bring tack Rockford. the 
nose and thing please!!! 

• Thanks for writing, 
Michael and Colin, however 
I must disagree with you on 
price. Both the Nintendo 
Entertainment System and 
Sega Master System are 
aimed at exactly the same 
market, but carts vary in 
price between £20 and £40, 
with most new releases 
costing £30. Good C64 
cartridge software offers 
terrific value by 
comparison. RoboCop II in 
particular is a superbly 
presented game with 
masses of levels that is 
designed for cartridge and 
would cost at least £30 on a 
rival, Japanese console. 
The fact that these 
Japanese consoles have 
sold hugely well, with a 
multi-billion dollar market 
In America and Japan, is 
the obvious reason why 
Commodore have decided 
to launch the GS. Clearly 
many people want cheap 
consoles with no multiload 
hassle, just simple games 
entertainment tfyou get a 
console, then the cost of 
the basic materials in a 
cartridge means software is 
going to cost £20 at least 
For people with a bit more 



patience the more 
expensive C64 computer 
offers a choice of tape and 
cart software now. This 
can't be bad, especially as 
the whole C64 software 
market seems to have been 
reinvlgorated with people 
such as Ocean, 
Entertainment International 
and System 3 all 
developing games 
impossible on tape. 
Moreover carts mean 
games previously available 
only on disk (meaning you 
had to buy a £140 disk 
drive) can now be bought 
on cart for not much more 
than a disk product If all 
C64 software was suddenly 
only available on cart that 
would be a bit of shock, but 
I think the current mix of 
cart and tape is good for 
everyone. 
LM 



AXED 
EXTRA 



Dear Lloyd 

Tm having a bit of trouble with 
Golden Axe. I can't seem to 
get two players on it and I'm 
very angry as it says that you 
have to keep your finger on 
player two s joystick and 
move it left or nghl but of 
course tt doesn't work 
Ashley Budworth 

• / assume you have the 
C64 version, in which case 
there isn't a two-player 





Dear Lloyd 

A couple of my friends still 
own the C64 and often envy 
the superior capabilities of my 
Amiga. They agree upon how 
some A500 games are much 
more difficult than their 8-bit 
counterparts in the payability 
stakes. This is especially 
noticeable with games such 
as Beast 2 which. I believe, is 
impossible to complete 
without the aid of a cheat 
mode. I find this totally 
unacceptable and pity anyone 
who shelled out £35 for this 
game. Obviously, the 
playtesters did not do the job 
which they were paid to do. 
Using a cheat mode, in my 
opinion, spoils the enjoyment 
of actually playing the game. 

Anyway, enough of my 
moaning, I have devised 
some questions which I hope 
you will be able to answer. 
1 . Was Dan Dare ever 
released on the Amiga? This 
was one of my favourite C64 
games (if a little easy to 
complete) and I heard that an 
Atari ST version was 
programmed a couple of 
years ago. 

1. Whatever has happened 
to UMS 27 Despite two lots of 
advertisements — first seen 
almost a year ago — the 
product still hasn't hit the 
shelves! If this title has not 
been scrapped, do you know 
when it will be released? 
3. 1 recently purchased 
Tracksuit Manager DO from 



mode. To be fair, the game 
manual doesn't make this 
clear but didn't you read 
the ZZAP! review?! Also, 
just in case anyone missed 
The Word last issue, early 
copies ofC64 Golden Axe 
were wrongly duplicated 
with level five missing and 
the inability to select the 
female barbarian. If you 
have a faulty copy, you can 
either exchange it at the 
shop where you bought it 
or send it to Virgin. 
Customer Service Dept, 16 
Portland Road. London W11 
4 LA. 
LM 
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Goliath Games and when my 
copy arrived, the screens 
flickered wildly. This made the 
game totally unplayable so I 
se"nt it back to the 
manufacturers. My 
replacement, when it arrived, 
contained a brief note saying 
this flicker is dispelled by 
pressing the F9 key. I hope 
this stops other people from 
sending this game back when 
there is really no needl Do 
any other Goliath titles (such 
as the newly released 
Subbuteo) surfer from this 
problem if so, why? 
4. Please could you publish 
another Gamesplayers Bible 
like the one you did several 
months ago? Many good 
games have been released 
since then. 

S N Hardy, Wales, 



• /es. Beast 2's difficulty 
level was thought much too 
high by all. Mind you, even 
with the cheat mode, the 
game was still quite 
difficult! It'll be interesting 
to see what Psygnosis do 
with the CDTV version (if 
CDTVever arrives). 
I - Dan Dare III was 
released on Amiga, but 
we 're not aware of any of 
previous games being 
converted. 

2. Robin reckons it should 
be out soon. 

3. Very strange. We 
haven't seen any other 
Goliath Utles with the same 
problem. 

4. There may be one soon 
— Phil has slavishly 
updated the previous 
games bible and compiled 
an adventure/RPG/strategy 
index as well! 




CLEVER 



Dear Lloyd 
Help me please. 

In the Issue 69 letter 'Hard 
or Floppy' you said that all 
C64 disks are 5 1/4" — this is 
not true, talk to Commodore I 
have a 1581 disk drive and it 
takes 3 1/2" disks and works 
well on my C64. Are there any 
games for the C64 on 3 1/2": 
if so, tell me who makes them. 

linklwnl.. 

ngniwarer, surrey. 

• 'Commodore 
discontinued their little- 
known 31/2" experiment 18 
months ago.' 



Z Z A P ! ITR A P ■ 



IT'S A 

Sd-NOf! 

Dear Uoyd, 

On 22nd Dec 1990. 1 bought 
for my C64 the so-called 
lough sequel to Chase HQ 
After about seven or eight 
goes dunng that day I 
completed it. In Issue 68 
everyone wtio reviewed the 
game said that it was very 
tough and would require a 
heck of a lot of practice to 
complete it. 

Also in Issue 66. page 32. 
column 2 lines 22-27 Probe 
software said there was a 
tough sixth level, where you 
are up against a tough time 
limit and can afford to crash 
only once — where have the 
other cars gone on this level? 
The colours on this level were 
disgusting, brown and red 
stripes for the road. And what 
about the game completion 
sequence?; a farty explosion 
and a demented Jennrfer 




Dear Lloyd, 

ZZAP! 64 — no. 67 November 
1990 issue, — Pig in a Poke- 
pages 62-64 for Treasure 
island Dizzy — great map and 
tips by Simon Yarde of 
Worthing — one fault please, 
please, please — there are 
only 27 gold coins on the 
maps shown (I've counted 
them over and over again), 
and I have to have thirty gold 
coins before I leave the 
islands on the boat! 

PLEASE HELP ME before I 
go completely mad. 
Simon Wills, Mid 



• Robin forgot to count 
them! Now he doesn't know 
where the extra coins are. 
Sorry. You could try 
phoning the Code Masters 
Treasure Island Dizzy 
helpline on 0898 555 091 
(costing 33p/44p per 
minute). 




GRATING 
PROBLEM 



running across the screen. 

All I can say is unless you 
want an expensive quick thrill 
or have the driving abilities of 
Sammy the sausage, don't 
buy this game. Don't get me 
wrong, the game is good — 
especially level five — but it 
is a little easy to complete 
Nicky Uwli, Worcester 

• Well the reviewers didn't 
find the game at ail easy 
and still think it's a tough 
challenge. Unfortunately if 
you cheat by using the 
autofire then much of the 
challenge of manoeuvring 
and shooting is lost When 
the reviewers went up to 
review the game they didn't 
get to try out the autofire, 
which is a pity, but for most 
people if you don't use the 
autofire SCI should provide 
plenty of challenge. As for 
the sixth level, it's not 
meant to have any other 
cars — it didn't in the coin* 



11 with the game 'Mini 2ork' 
on it I noticed what I think is a 
bug, or have I just died? Let 
me explain, as I'm getting 
rather hot and bothered about 
it. 

Step 1 : Went north to the 
back of the house. 
Step 2: Then took narrow 
forest path, which is north 
again. 

Step 3: Found myself in 
front of a big tree and a pile of 
leaves. 

Step 4: Took leaves off 
ground. 

Step Si A grating is 
revealed, which then says 
'Taken.' 

Step 6: I commanded it to 
'open grating.' Then it goes 
and says. 'Internal error 04. 
End of session." 

Well I stared at it for a 
moment, waiting for it to do 
something, I waited another 
moment. Until I had had 
enough and started pressing 
all the keys, hoping that 
something might stir. Without 
success, I add. So please do 
something quickly as I'm 
getting a trifle bored with 
staring at this grey screen. 
Sir Jeffrey (MP) 

• Surprise, surprise, it's a 
small bug in the program. 
To avoid it, simply don't 
open the grating! 
LM 



MORE 
UGLY 




Dear Lloyd 




Dear Lloyd 

Afta much fought I ave 
decydead too rite this letta 
two ya. I betta get owl tha 
dikshonairy. Now that's better, 
isn't it? 

As I live in the good old 
land of Oz (for you lesser- 
minded people, that is short 
for Australia) I receive ZZAP! 
two months after it has been 
released in England. So by 
the time my letter arrives, for 
all I know, the Phil King 
Haters Club could have 
bulldozed ZZAP! Towers with 
a Leyland P76 (onya fellas). 

I realise that it takes around 
a month to ship ZZAP! out 
here, so to make up for this 
delay couldn't you have a 
ZZAP! Zzuperstore in 
Australia. You already have 
one in the US and Canada so 
why don't you have one Down 
Under. It only seems fair as 
we beat you at cricket, rugby, 
squash, tennis and most 
importantly that riveting game, 
lawn bowls. 

Or if you don't see it as 
being a profitable venture why 
not supply an already 
established firm with products 
from the Zzuperstore 
available through them? Now 
if you don't mind, I want to ask 
you some questions. 
1 ■ Could you please put a 
price in Australian dollars on 
the front of your magazine as 
each month the price of 
ZZAP! goes up and down and 
up and down. 

2. On your Zzuperstore order 
form it says that overseas 
orders must add £2 per item. 
Does that mean if I want to 
buy a back issue I pay £1.95 

+ £2. Also do the 'buy four 
knock 40p of the total price', 
'buy five knock 20p of each 
one' bonuses apply? 

3. I had not bought ZZAP! 
since Issue 46 when I bought 
no. 66. The three main 
reasons I bought 66 were: (a) 
to look at the Classifieds, (b) 
to see the fascinating 
adventure section and (c) to 
see what new and ugly people 
have paid ZZAP! to get their 
ugly faces in its pages. To my 
shock and bitter dismay 
(whatever that means) there 
was no adventure section and 
no classifieds. Why not? 
Unfortunately there were 
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some ugly faces. 

4. Speaking of faces, do you 
have one? 

5. Speaking again of faces, 
don't you think it would be a 
good idea in say, Issue 100. 
to show the repulsive faces of 
all the Z2AP! reviewers since 
the beginning? Perhaps you 
could make this page with a 
vinyl coating and stick a texter 
(? — Ed) on the front cover so 
we could beautify these faces. 
6- What type of car do you 
drive? 

7. How about profile pages 
of all the new reviewers as 
seen in Issue 44? 

8. Did you know your 
girlfriend is having an affair 
with the Scorelord? Please do 
NOT confront the rusty bunch 
of circuits over this as he is 
likely to slay you with his light 
sabre. 

9. Has Stu recently had a 
facelift or is he naturally ugly? 

1 0. Does Wozza wear a wig 
or is that a dead black rabbit 
that is always on his head? 
Rodney Magaxlnovlc, 
Australia. 
PS. I send three slobbery 
kisses to Lady Thatcher. 
PPS. Sorry about the state of 
the paper. It was all I could 
afford after forking out $6.50 
for Issue 66. 

• We don't have a 
Zzuperstore in North 
America, just a 
subscriptions/back issues 
department As for sports, 
we 'athletic' Poms nearly 
always beat you at darts 
and snooker! And what 
about soccer, has Australia 
ever even qualified for the 
World Cup? 

1 - The price in Australia is 
set by our distributor there; 
hence no cover price. 

2. Wo, back issues cost an 
extra BOp for overseas 
readers. The old 'buy 

four/five' discounts don't 
apply any more. 

3. The Think Tank is a 
combined 

adventure/RPG/strategy 
section. Classifieds were 

discontinued to aid ELSPA 
and FAST's fight against 
piracy. Sorry about the ugly 
faces. 

4. / don't know. Every time 
I try to look in the mirror, It 
breaks. 

5. Are you a masochlst? 

6. A Ferrari F40I Only 
kidding, I don't drive any 
more. I turned green after 
my car smashed into a lorry 
load of grass cuttings. 

7. My God, you are a 
masochist! 



8. Blimey, I didn't even 
know I had a girlfriend! 

9. His good looks are 
entirely natural. 

10. It was a dead black 
rabbit Now Wozza's left 
ZZAPl it's turned purple! 




OCEAN? 



Dear Lloyd 

1 have got a few questions I 
want answered. 

1 . In Zzuperstore you say 
that you can buy any software 
currently available. Does this 
mean I would be able to buy 
software that's over a year old 
such as Power Drift and 
Myth? 

2. Is Chase HQ 2 better than 
Turbo Out Run and is Chase 

2 worth £20? 

3. What's happened to 
Ocean this year. Is the best 
ever software house going 
downhill? 

Please print this because: 
o) I'll never be able to use 
Zzuperstore if you don't, 

b) It won't take up much 
room. 

c) It will make a change from 
the normal letters that are all 
moaning. 

R Stewart girl reader. 
Cast Barnet, Herts. 

• 1 . Yes, but with older 
games it's best to ring first 
to check if they're available 
(the two you mentioned 
definitely are). 

2. It's faster than Turbo 
and well worth the money, 
but don't use autoflrs) 

3. What about SCI, 
RoboCop 2 and NARC?! 




TOP OF THE 
SOFTS 2 

Dear Lloyd 

Remember me? Of course 
you dol I was that obnoxious 
person who sent you a C64 
software house popularity 
chart last year. You know, 
where I did a top twenty to 



discover what software house 
was most popular with the 
ZZAP! crew. Well I'm back 
and for the same reason. I'll 
just recap on how the chart is 
compiled: 

Quite simply (basically) 
each house's overall mark is 
added up to produce a score. 
The house with the highest 
score wins. If you can't grasp 
that, then your name must be 
Lloyd Mangram! (No, not you 
Lloyd, it's another Lloyd 
Mangram I know). The 
budgets have their own 
separate top five, and this is 
because they have a 
tendency to re-release stuff 
more than releasing original 
material, and it's not fair for 
the other software houses if 
they were included in the 
main chad. I also managed to 
do an Amiga chart this year! 
So. here they are, the ZZAPl 
crew's favourite houses from 
January to December 1990. 



AMIGA CHART 

US Gold (1218 

Ocean (1114 

Activision (775 

Domark (709 

Mirrorsoft (411 

Infogrames (408 

Virgin (337 

Empire (330 

MicroProse (326 

Rainbow Arts (257 



points) 
points) 
points) 
points) 
points) 
points) 
points) 
points) 
points) 
points) 

C64 BUDGET FIVE 

Hit Squad (1537 points) 
Encore (826 points) 

Code Masters (746 points) 
Kixx (641 points) 

Players (224 points) 

Before I start the main chart, I 
should actually say that it has 
been cut down to a top fifteen. 



C64 TOP 1 5 
THIS YEAR 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

15 



This is due to a general lack 
of consistency along the 
software houses. To put it 
bluntly, positions 16-20 would 
have been full of crap, a bit 
like Saddam, The Beast of 
Baghdad. 

And there we have it. I 
suggest that software houses 
start bucking their ideas up 
when it comes to the dear okj 
64, or I'll send Sonia round to 
have a chat with them about 
things of complete irrelevance 
and. if things get really bad. 
sing. 

Arthur Pe wry, 
Benfleet, Essex. 

PS. Never forget: some 
people like pot plants, so don't 
blow up the gardening section 
of your local Woolworth's — 
they might take offence. 
PPS. That hair was put in 
your head for a REASON, 
Lloyd — don't tear it out, 
there's a good boy. 

• / know what'll happen 
now, someone will write in 
saying that your charts 
aren't fair. So I'll do it 
Instead: It isn't fair to add 
up all the game ratings as 
the biggest software 
houses always win, 
regardless of quality 
because they release most 
games. How about dividing 
the number of points by the 
number of games released, 
although then people would 
say an obscure software 
house which only released 
one Sizzling game had got 
too many points. Ah well, If 
we have both charts I think 
it should cover it all. How 
about it someone? 
UN 



LAST YEAR 


HOUSE 


POIN 


8 


Activision 


894 


2 


US Gold 


714 


1 


Ocean 


660 


10 


Domark 


632 


19 


Virgin 


481 




Thalamus 


353 


7 


Gremlin 


280 


3 


Electronic Arts 


236 




Mindscape 


217 




Hewson 


209 




Ubi Soft 


194 




Accolade 


185 




Rainbow Arts 


179 


17 


System 3 


173 




Logotron 


155 
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★ Later in the day the heavens will open and cats and dogs 
and frogs and small furry things with seven legs that say 
neep' will fall over much of the country with huge 
gigantic tornadoes sweeping in from the North Sea. the 
English Channel and Atlantic. So if you're going out tomorrow 
remember to take an umbrella. 

Have a nice day and keep sending those letters to Newsfield 
Lloyd McCaskill, ZZAP! Rrap, Ludlow. Shropshire SY8 1JW. 



FOOTBALL CHAMPIONS 
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Sick of complaining about 
the Manager? Think you could do 
better? Then here's your chance 
- Football Champions is a totally 
interactive League Management 
Game. 

You control the team, pick 

your players, buy and sell players, 

give them team talks at half time, 

and call them in for training. 

When that final whistle blows, if 

you're not happy you'll only 

" ^ have yourself to blame!! 

You play the part of 1st Team Manager, Youth Team Manager and Coach. 
Other features include: • Full transfer list • Player profiles, ability and 
personality • Injuries and sending offs • Send out Scouts to look at other players 

• Move players from squad to squad • Pre-match and half-time pep talks • Full 
Training • Match Reports • League Newsletter each week with transfer news 

• League Tables • Messages from other players • Minimurrrof two matches per 

week and coulcfbe.as many as four • Very straight forward orders." 

• FORTNIGHTLY TURNS #£2.00 PER TURN 





'The most exciting new game for centuries" Galactic Gazette 

"Fast, furious and frantic" Planetary Times 

Just two quotes about Jetball, a futuristic game of 
skill and tactics played on the ground and in the air, 
with vast rewards for successful managers. You control 
the team, including coaches, doctors and 
troubleshooters. You decide the tactics, offence and 
defence and most important aggression, people have 
died playing Jetball ! If you're good you are guaranteed 
to end up wealthy, the eight Jetball managers are 
amongst the Galaxy's 20 wealthiest people. 
• FORTNIGHTLY TURNS • £1.50 PER TURN 
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TICK START-UP REQUIRED 

□ FOOTBALL CHALLENGE 

□ JETBALL 

NAME „ 



START-UP 
AND FIRST 
TWO TURNS 
FREE!! 



Comes by Mall 

5 Town Lane, Little Neston, South Wirral, L64 4DE. 
Telephone: 051-336 1412 Fax: 051-336 8156 



I 



Games by Mail 
5 Town Lane, Little Neston, South Wirral, L64 4DE. Zf 1 Jj 



OARE VOU fl)NG THE 



NAUGHTY 




0896800 294 




* 



JOKE OF THE CENTURY 
0898 800 206 



FAT 




0898 800 208 



AUSSIE NAUGHTY JOKES 
0898800 209 



TASTELESS TIM'S 

BAD 
TASTE 



0898 800 207 



FREDA'S JOKES 
RUDE 
JOKES 




ROGER SMELLEE 
0898 800 211 
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COMPETITIVE 

CBM REPAIRS 

AT 

DIGITECH 90 (TELFORD) 

LOW COST\DIAGNOSTIC QUOTATION 

ON 

64/C -A500 -A2000 ETC 
DISCOUNT FOR BRITISH ASSOCIATION OF 
COMPUTER CLUBS AFFILIATED CLUB MEMBERS. 
TEL (0952)292374 FAX 292396 



ANALOG ANALOGIC COMPUTERS LTD 

ANALOGIC Telephone 24Hr* 1 52 Lotchroere Road 

LOGIC ? Q **£ Jjg ^ton-Up^-Thomes 

081541 4671 KT2 5TU 

SALIS 

CM GAMES SYSTEM 84.99 COMMODORE LOGO 

C64 NIGHTMOVE5/ 

MINDBENDEHS PACK 1 29.99 512K RAM * ClOCK 29.99 

C64 LIGHT FANTASTIC PACK U9.99 MOUH 19 99 

AMIGA A500 SCREEN GEMS 309.99 

AMIGA ASM FLIGHT OF 

FANTASY PACK 309.99 ■ ALL PRICES EXCLUDE VAT AND 

AMIGA CLASS OF THE 90 S DELIVERY. 

PACK ■ PLEASE CALL FOR A QUOTE ON 

C64 FLOPPY DISC DRIVE MODEL OTHER COMMODORE PRODUCTS 

1541-B WITH 8 GAMES 109.99 AS WELL AS FOR BEST PRICES ON 

3 1/2- EXTERNAL DISC DRIVE SALE/ REPAIR /UPGRADE OF ATARI 

FOR AMIGA 500 54.99 PRODUCTS. 



DIAL-A-TIP CHEAT-LINE 



for cheats, tips, pokes and 
secrets on all computer 
and console games ring 




0898- lO-l 234 



PRIZES FOR BEST CHEATS, TIPS, ETC. 
Send to: P.O. Box 54, Southwest Manchester 
Ml 5 4LY 

Proprietor ; Jacqueline Wright Please ask permission of the 
person who pays the bill calls charged at 33p per min 'Cheap 
rate' 44p per min at all other times. 



A NEW DIMENSION IN COMPUTER GAMING! 




Imagine a complete fantasy world with powerful gods 
and strange magic. Dream of dties with guilds and temples, 
of a vast wilderness, populated with animals and beasts, of 
dark dungeons, home to the deadliest monsters of all, 
guarding the richest treasures. 
Imagine no more! Select your party of adventurers 
from the sixteen different character types. Take up 
your spellbooks and swords and travel with us to 
the world of Khame. 

Seekyourfortune in the wilderness, explore the 
depths of the earth, seek employment in the 
towns and cities, research new spells and 
magic, seek favour with the gods through 
prayer and great deeds, do battle against 
the creatures of darkness and other 
players. These are just a few of the options 
available to you. 

QUEST is a computer moderated game played through the post. It has been 
programmed on a truly epic scale with 1000 player positions in each game, dozens of monsters 
and spells to discover, 40,000 wilderness locations and hundreds of dungeons. The game is fully 
supported by our team of professional games masters and programmers. For your FREE 
information pack and game start, write now to:- 

CLEVELEYS, BLACKPOOL, LANCS., FY5 3LJ 
TEL: (0253) 866345 FAX: (0253) 869960 




GAMES 



PLAY BY MAIL INFORMATION LINE 0898 555 077 

(Calls charged at 33p off peak, 44p all other times, per minute) 




GAMES 
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Greetings earthlings. I'm remaining In orbit while the police clear 
my name concerning the Ed's attempted murder — I didn't do it, 
honest! t picked up some quite interestng news on my personal 
telecommunications satellite the other day. Apparently the 
earliest known fossils of primitive land animals have been found 
in Ludlow. Just think, It's taken 414 million years for them to 
'evolve' into the ZZAP! team! 

Before I beam up my daily consignment of bleach I'll say hello 
to a few earthly folks: Zoe Stratton, Michael (German Dictionary) 
Hardy and any Merseyside fans of Nick, Edd 'n* Mik. Keep 
sending those scores to: Newsfield, 500 Miles Up Scorelord, 
ZZAPl, Ludlow, Shropshire SY8 1JW. 
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PREMIER MAIL ORDER 

Titles marked * are not yet available and will be sent on day ofrelease. 
Please send cheque/PO/AccessA/isa No. and expiry date to: 
De Pt Z P03- Trybridge Ltd, 8 Buckwins Square, Burnt Mills. Basildon, Essex, SS13 1BJ. 

Please state make and model of computer when ordering. P&P inc. UK on orders over £5. 00. Less than £5 and Europe add 

£1 .00 per item. 

Elsewhere please add £2. 00 per item for airmail. These offersare available Mail Order only. 

Tel orders: 0268 590766 Fax: 0268 590076 



lOWDynomite 
AdAoo* f ootbol 
Bock To The Future 2 
BockToTheFutun, 3* 
Bards U.2 
Beoilerbuslers* 
OnwHO 
Crick* Captain 

Ki-' 

tmh-n Hugh*, 




A*e 

2* 
&,n Ship 

HlfOe» 

Hollywood Coll«B©o 

Judge Drtdd 

KxkOff 

KkfcOff2 

tail Nifiia Remix 

Line Of fire 

Liverpool ' 

lordiOIChooi 

Soccer 




MniOffk.2 
Moorhen 

OmtoHooWoN 
Plotinwm 
Predator 2" 

ac** 

Red Storm Reino 

Rkfc DongmutV 

Robocop 

Sega Mcnter Mi* 

SKodow Datxrr* 

Shodow Worriori 
Sioh? of r>*r 

says** 

SfcmlCof Rocer 
Subbvleo 

Super Monaco CP." 
Te*nooe Mutant Turft** 

Time mocHin* 

ULf 

Total recall 
Tumcon 2* 
UrttovchoUtt 
Vrireoli of Fire 

W 
Z-Oul" 



CBM CARTRIDGES 



CBM 64 


Cass 


Disc 


9.99 


13.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


* 


5.99 


7.99 


1 1.99 


6.99 


9.99 


6.99 


• 


6.99 


9.99 


699 


9.99 


6.99 


9.99 


2.99 


5.99 


6.99 


9.99 


6.99 
6.99 


9.99 
9.99 


8.99 


12.99 


8.99 


12.99 


8.99 


12.99 


7,99 


11.99 


7.99 


9.99 


699 


9.99 


9.99 


13.99 


9.99 


13.99 


9.99 


13.99 


6.99 


9.99 


2.99 




6.99 


9.99 


8.99 


12.99 


6.99 


9.99 


6.99 


9.99 


6.99 




9.99 


13.99 


6.99 


9.99 


10.99 


13.99 


6.99 


9.99 




9.99 


6.99 


10.99 


6.99 


9.99 


7.99 


9.99 


6.99 


9.99 


2,99 




9.99 


13.99 


7.99 


10.99 


7.99 


10.99 


2.99 


* 


6.99 


9.99 


9.99 


13.99 


6.99 


9.99 


6.99 


9.99 


9.99 


13 99 


7.99 


11.99 


6.99 


9.99 


2.99 


5.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


9.99 


13.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


7-99 


11.99 


8.99 


13.99 


6.99 


9.99 


9.99 


13.99 


7.99 


9.99 


6.99 


9.99 


6.99 


9.99 


9.99 


13.99 


7.99 


11.99 


6.99 


9.99 



Robocop? 


16.99 


a*** Mori. 


16.99 


Chase HQ2 


16.99 


NavySeofi 


16.99 


Pong 


16.99 


SWowot&oaH 


16.99 


Cyberboll 


16.99 


Lou Ntnia 


19.99 



BLANK DISCS 



Unbranded 

10 x 3.5" DSDD - £5.99 
20x3.5" DSDD - £10.99 
50 x 3.5" DSDD - £23.99 
100 x 3.5" DSDD - £49.99 

Branded ■ TDK 

3.5" DSDD -£1.25 Each 
5.25" DSDD - £0.75 Each. 



Artock Sub 
A 1 0 Ionic Killer 
Atrbournc Ranger 
Amos 
ArfcanoklJ 

Assault'^ Mm* 
ATT 2 



B.A.T 

4D Bouna' 
Bock to Tfe Future 3' 



AMIGA 



1/2 Meg Upgrade 39.99 
1/2 Meg Upgrade and dock 44.99 

16.99 
26.99 
9.99 
29.99 
5.99 
26.99 
16.99 
16.99 
24.99 
19.99 
16.99 
16.99 
16.99 
19.99 
5.99 
7.99 
16.99 
5.99 
16.99 
16.99 
19.99 
16.99 
16.99 
16.99 
7.99 
19.99 
16.99 
19.99 
16.99 
16.99 
9.99 
16.99 
16.99 
16.99 
16.99 
16.99 
26.99 
26.99 
16.99 
29.99 
26.99 
16.99 
9.99 
16.99 
19.99 
16.99 



Bonds (1 Mm)' 
Bard, Tale lor 2 Hint Book 
BordsTole2 
Bords Tale 3 ■ 
Batman Coped Crusader 
Baffle Command 
Beoirbuiton* 
Berrayl' 

Big Game Fishma' 
Billy IHe Kid' 
Blade Warrior' 
Blood Money 
Blue Max* 
BSS Jane 
Buck Room 
Budokan 
Captive 

Corner Command 
Cavodor 

Chaos Strikes Back 
Chase HQ 
Chose HQ 2 
Chuck Yeoger' 
Codenam* kemon (I Meg) 
Colonels Bequest [1 Meg) 
Com mondo War* 
Conquest Camelot (IMegJ 
3D Construction Kit" 
Corporation 
Cc^rcman Data Disc 
Cricket Captain 
Crime Wave' 
Cru.se tor a Corpse- 
Curse Of Axure 
Damocles 
DAS* 

Days of Thunder 

Deluxe Musk Con Kit 

Deluxe Point 3 

Dkk Tracy 

Disney Animation 

Double Dragon 

Diogon* Breath 

Dragons lair (1 Meg) 

Dragons lair 2-Singes Castle 

Drogons Lair-rune Warp 

Dragon Strike' 

Drogons Wars* 

4D Drfrin'* 

Duck fates' 

Dungeon Master (I Meg) 

Duster' 

Elite 

Emryn Hughes 
Emlyn Hughes Quiz" 
Epk* 

Escape From Coldfa' 



E-Swat 



16.99 
19.99 
16.99 
69.99 
59.99 
16.99 
79.99 
5.99 
12.99 
26.99 
26.99 
26.99 
19.99 
16.99 
16.99 
19.99 
16.99 
16.99 
14.99 
13.99 
13.99 
16.99 
16.99 
13.99 
16.99 



JOYSTICKS 



Quickjoy Jetflghter 

£10.99 
Cheetah 125+ - 

£6.99 
Cheetah Mach 1 - 

£9.99 
Quickjoy 2 Turbo - 

£9.99 
Quickshot 3 Turbo - 

£9.99 



Eye O* The Beholder" 
F15 Strike Eogle 2* 
M6 Combat Pilot 
F- 1 9 Stealth Fighter 
F-29 Retaliates 
Falcon 

Falcon Mission Disc 1 
Falcon Mission Disc 2 
fantasy World Dizzy 
Ferrari For my la I 
Fire and 



Samurai' 
Disc Europe 
Disc Japan 
OfThehtrwaV' 
Sim 2 
Flood 

Football Director 2 
Football Man World Cup 
Ford QB Rally- 
Fun School 2 |6-B) 
Fun School 2 (Over 8) 
FunSchooi2fUndo»6) 
Fun School 3 5-7 
Fun School 3 Over 7 
Fun Shool 3 Under 5 
Future Wan 
Gauntlet 3* 
Go no 2 

Gnosis and Goblins 
Ghouls and Ghosts 
Gold or Aztecs 
Golden Axe 
Gravity 
Gremlins 2 
GnmBlood 
Gunboat* 
Gunship 
Hardball 2 
Hard Drivin 
Hard Drivin 2 * 
Harpoon (1 Meg] 



Hollywood Collection 
Horror Zombies' 
Hounds Of Shadow 
Hunter Killer 

jj35 

Imperium 
Indianapotos 500 
Indy Jones Adventure 
hit. Soccer Challenge 
Interceptar 
Ivanhoe 

Jack Nicklous Extra Courses 

Jack N«klous Golf 

Jock Nicklaus Unlimited GoK 

Judge Dredd 

Keel The Tluef 

Keaf The Then* Hint Book 

Kennedy Approach 

Kkk OH 2 |1 Meg) 
K.O. 2-Finol WhisHe 
K.O. 2-Gkints of Europe' 
K.O. 2-Return To Europe' 
KX).2Super league™ 
K.O. 2-Winning Tactia' 
KnightoftheSty- 

Lo!! Nk£ 3* 
leather Goddes* 



AMIGA 



19.99 
19.99 
16.99 
19.99 
16.99 
14.99 
10.99 
10.99 
5.99 
7.99 
16.99 
16.99 
16.99 
13.99 
13.99 
19.99 
26.99 
16.99 
13.99 
9.99 
16.99 
13.99 
13.99 
13.99 
16.99 
16.99 
16.99 
16.99 
16.99 
16.99 
13.99 
16.99 
16.99 
16.99 
9.99 
16.99 
4.99 
16.99 
14.99 
16.99 
9.99 
16.99 
19.99 
19.99 
19.99 
16.99 
7.99 
4.99 
16.99 
5.99 
16.99 
16.99 
16.99 
16.99 
7.99 
16.99 
9.99 
15.99 
19.99 
13.99 
7.99 
5.99 
14.99 
7.99 
14.99 
8.99 
7.99 
7.99 
9.99 
5.99 
19.99 
5.99 
16.99 
7.99 



AMIGA A500 
SCREEN GEMS 
PACK 



Nightbreed, Days 
Of Thunder, Back 
To The Future 2, 
Deluxe Paint 2, 
Shadow of the 

Beast 2 
ONLY £369.99 



Legend of Bitty Boulder' 
Un™oFKre 



Lord Ot The Rings- 
Lords Of Choos 1 ^ 
Lost Patrol 
Ml Tank Platoon 
Magic Fly 
Magnum 4 
Manioc Mansion 
Masterblanr* 
Matrix Marauders' 
Mean Streets 
Midnight Resistance 
Midwinter 
Midwinter 2* 
Mia 29* 
Montg Python 

Murder 
Musk X Jnr. 
Narc' 

Navy Seals' 

Nightbreed 

Nightbreed RPG 

NicjhtwSrft* 

Ninja Remix' 

Nifro 

Ob.u> 

OH Rood Racer 
Operation Homer 

Operation Th under bolt 
Operabon WoM 
Oriental Game* 

Outre* 

(1 MegT 



Parodood 90 



Mayor Manager 
Plotting 

Police Que** 2 |1 Meg) 
Pool Of RooWe 
Populous 

Populous f-Yornnod Land* 

PoweraVome 

Powermonger 

Powerpock 

Predator V 

Prince Of Persia 

Puunk 

Quattro Adventure 
Ouottro Spofh 
Rainbow Islands 
Rambo 3 
Reach For The : 
Retotuhon 101 
Rick Dangerous 
Rkk Darvperou* 2 



Rock Sto Ah, My Homier 
Rocky Horror Show' 

RVF Honda 
Search For The Kino* 
Secret of Monkey Island* 
Sec*e»s Of LuhWV 
Sega Mater Mix 
Shadow Dance.' 



AMIGA 



16.99 
16.99 
16.99 
19.99 
16.99 
16.99 
16.99 
19.99 
16.99 
19.99 
16.99 
16.99 
13.99 
19.99 
16.99 
19.99 
19.99 
19.99 
13.99 
16.99 
16.99 
49.99 
16.99 
16.99 
16.99 
16.99 
16.99 
16.99 
16.99 
24.99 
16.99 
16.99 
16.99 
16.99 
5.99 
16.99 
6.99 
19.99 
16.99 
16.99 
16.99 
5.99 
12.99 
16.99 
26.99 
19.99 
16.99 
7.99 
7.99 
19.99 
14.99 
16.99 
19.99 
16.99 
9.99 
9.99 
16.99 
5.99 
16.99 
9.99 
7.99 
16.99 
15.99 
16.99 
4.99 
16.99 
16.99 
16.99 
14.99 
16.99 
19.99 
19.99 
19.99 
16.99 



SPECIAL 
OFFER 



1 /2 Meg 
Upgrade 
+ 

DUNGEON 
MASTER 
ONLY £49.99! 



AMIGA 



Shodow of beast 2 
Shadow of The Beta! 
Shadow Sorcerer (1 Mod' 
Shodow Warrion 
Silent Service 
Silkworm 
Silkworm IV* 
Sim Gty 
SimGty 
Si mule ra 

Skutl and Crassbones 1 
SlySpy 
Soccer Mania 
Space Ace 
Speedbafl2' 
Spellbound 
Spider-man 

sttr^nt" 8 

^T(' ■ t* U'j, ii anew 

Steven Hendry* 
Stotego* 
St,ideV2 
Stun Runner 
Stunt Car I 



Super Hang On 
Super Monaco G.P.' 



Swords of Twiltght 
SworAol Twilight Hint Book 

Team YonkeL 

flit! Ml Mutant Arties 

Test Drive? 

Test T>nve 2 Co&forn* Chall 
Test Drive 2 Muscle Cars 
Test Drive 2 Super Can 
Test Drive 3' 
The Immortal 
Thier 
Tip Off 
TNT 
Toki' 

Tournament GoM 
Torvok The Warrior 
total Recall 
Toyota Celka 
Track Suit Monoaer 

Triad Vol 3 
Turbo Challenge 
Turrkan Y 
TV Sports Baseball' 
TV Sports Basketball 
TV Spc-ts football 
Ultimate Ride 
UMS2 
Untouchables 



Wheels Of Fire 
W«gs (1 meg) 

Wizkid' 
Wolf Pock 
Wonderland' 
Worid Chomp Soccer 
WoHd ClossUoderboord 
Wroth Of The Demon 
Xenon 2 Megablast 
Zany Golf 



26.99 
14.99 
19.99 
16.99 
9.99 
5.99 
16.99 
19.99 
13.99 
16.99 
16.99 
16.99 
16.99 
26.99 
16.99 
16.99 
16.99 
13.99 
9.99 
16.99 
16.99 
16.99 
16.99 
9.99 
16.99 
5.99 
16.99 
19.99 
7.99 
5.99 
16.99 
19.99 
16.99 
16.99 
9.99 
9.99 
9.99 
16.99 
16.99 
19.99 
14.99 
19.99 
16.99 
16.99 
16.99 
16.99 
16.99 
7.99 
16.99 
4.99 
9.99 
16.99 
16.99 
19.99 
14.99 
12.99 
19.99 
19.99 
16.99 
13.99 
16.99 
16.99 
19.99 
19.99 
16.99 
5.99 
16.99 
19.99 
19.99 
16.99 
6.99 
19.99 
15.99 
7.99 



E.A. SPECIAL 
OFFERS 



Amiga -Only £7.99 
Each! 
Bards Tale 2 
Powerdrome 
Zany Golf 
Interceptor 
Ferrari Formula 1 
Hounds of Shadow 
Swords of Twilight 
KeefThe Thief. 






ultra-a< 



Ocean's hi-tech Navy SEALsl 



TV A* ^* US milita7 
^7 displays its 21st century 

7-AA tec ' ino ' 0 9y ' n Gulf, 

desperately searching for 
those Scud missiles, Ocean's latest 
movie licence becomes even more 
topical. A Sizzfer in Issue 69 
(93%), this superb cartridge-only 
game is Finally ready to hit the 
shelves in a co-ordinated ottaclc 
with the movie and Amiga 
conversion. The story is that some 
sophisticated missiles have been 
obtained by terrorists who plan to 
use them against civilian otrliners. 
A group ot alite US commandos, 
the Navy SEALs, are sent into the 
terrorists' Beirut stronghold to 
blow-up the missile stocks. There's 
plenty of guards about though, 
and since this realistic shoot-'env 
up gives each SEAL just one life — 
with a single bullet being lethal — 
the four-man team have a tough 
task ahead of them,.. 

Advanced electronics aren't 
limited to Stealth fighters and anti- 
aircraft missiles though: for some 
ultra-smart miniaturized electronics 
you need only look in the high 
street The latest example of 
electronics wizardry (apart from 
C64 carts!) is Bitstream technology, 
which is claimed to revolutionize 



super-clear CD sound by making it 
more 'natural'. Amazingly Sony 
have alreody crammed their 
version of Bitstream into a sleek 
new Discman CD plover, the D-99, 
which just a couple of months ogo 
won the 'What Hi-Fi' award for the 
best CD portable of 1 990. Coming 
in stylish Stealth matt black the D- 
99 features Megabass, Shuffle Way 
and comes complete with 
headphones, remote control and a 
mains adaptor. Ocean have one of 
these for our lucky winner, with 
fifteen copies of tne gome for 
runners- up prizes (please state 
Amiga or C64). 

To enter the competition simply 
ring this number 

0898 555085 

(Calls charged at 33p per min off- 
peak, 44p per min standard/peak) 

...and listen to the three easy 
questions. Write your answers 
(plus which mochine you own!) on 
the back of a postcard [or sealed 
envelope) and send it to NewsfteW, 
H/-TFCH OCEAN COMP, ZZAP! t 
Ludlow, Shropshire $Y8 1JW 

Usual competition rules apply 
and entries must reoch us by 
March 28th, at the latest. 



Z7AP! MARCH ISO! 



2 7 




NEW VALUE 
PACK 



com moo ore /s*/ mkll Disk 

Df?f/e rOfl G4//28 



• Full feature Centronics Printer 
Interface. 

• Connect your 64/ 128 to a range o[ 
full size Centronics Parallel Printers. 

• Easy to use * supports 
Commodore Graphics Set, 

• Onboard Microprocessor Chip 
means no more programs to load. 

• Works with most applications. 

ONLY £29.99 




DIGIT/ 




SOUN 


■■■■ 


SAMPL 


ER 

■ ^ 



NOW WITH 



COM DRUM DIGITAL 
DRUM SYSTEM 




The 1541 Mk II is a superb quality Disk Drive 
specially designed for the Commodore 64/128. 



JUST LOOK AT THESE FEATURES* 

• Slimline design - an extremely 
compact unit. 

• ExternalPowcr P»ck so no 
overheating problems (unlike some 
other types) . 



• Direct drive motor for super quiet 
□peraUon and extra long life. 

• Plus fabulous collecUon of Disk 
Software - see below for details!! 

• Comes complete with manuals, 
connecting leads, etc. etc. 



• "Oils NEW Sampler allows you to record any sound digitally Into 
memory & then replay II with some astounding sound effects. 

• Playback forwards /backwards with echo/ reverb /ring modulation. 

• Now with full sound edlUng module for outstanding effects. 

• Full 8blt D to A At ADC conversion. 

• MIDI compatible with suitable interface IDatel Unit £39.99. see ad.), 

• Live effects menu Includes realtime display of waveforms. 

• Une In/mlc In/line out/feedback controls. 

• Load/save sample. Up to 8 samples In memory at one time, 

• Complete software/ hardware package. Tape or Disk (please state). 

• Now you can turn your Digital Sound Sampler Into a Digital Drum 
System with your FREE Corn-Drum. 

• 8 digital drum sounds In memory nt one time. 

• Complete with 3 drum kits. Real drum sounds - not syntheslsed. 

• Create superb drum rhythms with real and step time. 

• Full editing. Menu driven. Load/Save facilities. 

• Output to HI-FI or through TV speaker. 

STILL ONLY £49.99 

COMPLETE WITH FREE COM-DRUM DIGITAL DRUM SYSTEM 



TOTAL PACKAGE INCLUDING 
TRIVIAL PURSUIT, SNARE, 
CONFUZION, SPLIT PERSONALITIES. 
SECRET AGENT, NIGHTBREED, 
SHADOW WARRIORS, MIDNIGHT 
RESTISTANCE DISK SOFTWARE 

ONLY 
£149.99 

ADO CS IF NEXT DAY COURIER 
IS REQUIRED 





DATA ^cCO^DcT? 



• Quality Commodore compaUblc 
Data Recorder. 

• Pause control, counter, etc. 

• Suitable for 64/128. 

• Comes complete no more to buy! 

• Send now for quick delivery. 

ONLY £24.99 



UNBEATABLE MIDI 
PACKAGE!! 





DATEL MIDI 64 
INTERFACE PLUS 
ADVANCED MUSIC 
SYSTEM ONLY £39.99 

AVAILABLE ON DISK ONLY 

The Advanced Music System is probably the best MIDI/music package ever 
produced for the 64/128 offering a huge range of musical composition features 
plus MIDI compatibility • add the Datel MIDI Interface and you have the TOTAL 
MIDI SOLUTION!! 



e KEYBOARD MODULE... allows for enlty of 
music from die QWERTY keyboard. Sequencer 
works like digital recorder. 



• EDITOR MODULE... Just like a word 
processor for music. 

• MIDI MODULE... this is (he module which 
allows the full potential of the Music System and 
your MIDI keyboard to be achieved. Using the 
Datel MIDI 64 Interface any MIDI instrument can 



be connected to your 64. 
• HUGE RANGE OF FEATURES... loo 
numerous to list. Advanced Music System has 
literally hundreds of commands and features - 
we have only outlined some of the main heading 
- this Is a truly professional package, 



COM H 



MOW A TOTAL MOUSVGMMttCS 





COMMODORE 
1351 MOUSE 



COMES 
COMPLETE 
WITH 




ADVANCED ART STUDIO 



• 1351 Mouse Is a high resolution two button mouse featuring optical counting, 
teflon guides, microswltches, rubber coated ball and high quality interface. 

• When combined with OCP Advanced Art Studio this graphics package is quite 
simply the best system available. The features are unmatched*.. 

• Create an Image - shrink ll # expand Lt, move ft, rotate it, copy It, colour % etc., elc, 

• Spray patterns or shades, make elastic lines - strelch and manipulate shapes. 

• Zoom in to add detail in line mode* 

• Pulldown /Icon driven menus for ease of use, 

• Mouse operation, plus joystick and keyboard control. 

• 16 pens. 8 sprays. 16 brushes - so flexible anyone can create superb graphics easily. 

• Full cut and paste facilities plus excellent printer support. 



ONLY 

€34.99 

TOTAL PACKAGE 

INCLUDES 1351 MOUSE/ 

MOUSE MAT/HOLDER 

AND OCP ADVANCED 

ART STUDIO 
*TATI It VOU REQUIRE TAM OH 




ALSO GEOS 
COMPATIBLE 

• The 135 1 Mouse has two 
selectable modes - Mouse or 
Joystick mode tor maximum 
compatibility. 

• Even work* with the 
"Best Selling" GEOS utilities. 

• Superb quality. 




MOUSE MAT AND 
MOUSE HOLDER 

(WORTH C12.99) 
WITH EACH PACKAGE 




200 OU PRINTER PACKAGE 



NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR! 

• The Star LC200 Colour Printer not only prints In Near Letter Quality for your regular Jobs but also 
prints out your pictures from Art Studio. Action Replay, etc.. In generous colour! 

• LC200 Is a full Centronics printer so It works with other computers (Amiga, ST. elc.l. 

• Made possible by Date! S unique colour printer driver - now you can have a hardcopy in up to 16 
colours)! • No more lo buy - Just plug In and print!! 

PACKAGE INCLUDES STAR LC200 COLOUR PRINTER RRP C34S.OO 

SPRINT 126 PRINTER INTERFACE RRP C29.M 
DATEL COLOUR PRINTER DRIVER SOFTWARE RRP C19.9B 

NORMALLY £394.96 

COMPLETE PACKAGE NOW ONLY £259.00 

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99 

• If you already have an LC10 or LC 200 Colour Printer we can supply the Driver separately 

• Works with Serial Version ofLClO. Parallel Port. Sprint 128. etc. 




HOW TO GE T YOUR ORDE R FAST... 
TELEPHONE (24 Hrs) • E2I3ZIEZSH ■ CREDIT CARD ORDERS 



_ « WLL DESPATCH YOUR ORDER QUICKLY A EFFICIENTLY TO ENABLE YOU TO START RECEIVING THE BENEFITS Of YOUR PURCHASE WITHIN DAYS NOT WEEKiL 

ORDERS NORMALLY DESPATCHED WITHIN 48 Hft. ALL PRICES INCLUDE V.A T UK ORDERS POST FREE EUROPE ADD CI OVERSEAS ADD O, PRICES AND SPECIFICATIONS CORRECT AT TIME Of PRE55 AMD SUBJECT 

TO CHANGE WITHOUT NOTICE. CALLERS WELCOME * PImm hmrv* good* by 1*l«ption« prior to vltJL ALL CHEQUES POSTAL ORDERS MADE PAYABLE TtX* 

DATEL ELECTHOfllCS' LTD., 

QOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 

TECHNICAL/CUSTOMER SERVICE 0782 744324 



TELEPHONE SALES ONLY 0782 744707 



FAX 0782 744292 



COM MSB 2 





i Code Masters have 
dominated the Gallup 
Vjf software charts for ihe last 
r\ two years. More 
importantly, they bought us all 
dnnks at the Newsfield Chnstmas 
party! But you don't have to be 
tipsy to enjoy some of Code 
Masters' great games And now 
you can get eight of their best 
releases on one superb 
compilation Aptly titled Mega 
Hot, the pack includes ATV 
Simulator, Advanced Pinball 
Simulator, BMX Simulator, Pro 
Tennis Simulator. International 
Rugby Simulator* MiG~29 Soviet 
Fighter Fruit Machine Simulator 
and Grand Prix Simulator. Yes 
folks, it's hot enough to fry an 
egg on — eight classics for under 
a tenner 

Just as hot is the first prize in 
this mega hot comp. It's a brilliant 
Sony portable TV with teletext 
You can watch all your favourite 
TV proggies on it. or catch up 
with the latest news and sports 
results etc. Alternatively you can 
plug your computer into It to 
properly appreciate all those 
mmd-biowing Code Masters 
graphics. They're so hot they'll 
give you a suntan watching them, 
so for 10 runners-up we have 
mega-trendy Code Masters T- 
shirts 

To enter, all you have to do is 
tell us which of the Mega Hot 
games is the odd one out, and 
why 

Stick your answer on the back 
of a postcard (or sealed 
envelope) and send it to 
Newsfield MEGA HOTCOMR 
ZZAPK Ludlow. Shropshire SYS 
TJW Usual competition rules 
apply and entries must reach us 
by March 28th at the latest. 




CJ OFTWARE CITY 

I Unit 4, B.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304 





Call us on: 24 Hour Credit Card Hotline 09 


02 25304 


AMERICAN 
EXPRESS 


MAIL ORDER ONLY 




CUM til Kl'l.l. PHH K 



i i > i «*— - -.c m DISC 

AflflrthaWarlCarWfJgt) .21.99 ....21 W 

Amitag Spuw»» jm ien 

Astro Manna Cow ICirtriill) 21.99 . .2199 

Atomic Hobottd 199 9.99 

B A T. JtfW NiA . . . 13.99 

Back to Tha Fwliirt { 7.50 . .... .9.99 

i Tfct Mwit {Cartridge) 17.99 17.99 

KCjrlrldfi Qftty) 17.99 17,99 

i HA 16 » 

Carta Matter 1.99 9.99 

CtUf MK2<CMlrid9t) 17.99, ,..17.99 

Craaiam HEW 9.99 

Cruiat Captain (0&H) 9.99 MM 

MWMmif 6.99 M A 

Cm 01 tan ta* MM is H 

Oaily Oovbla Horta Racing 9.99 9.99 

Dap Of Tnmdar „ 0 99 .9 99 

Dtea Traqr 7.50 9,99 

Dragon ftrvad NEW ... .6.99 9.99 

DraQonSlTtta NEW ff.'A ift 99 

Draoon Wan ™ N.'A ....11-99 

Dragon* o4 Flan* im~»TJI 9 99 

E.S.WAT. NEW ..„?.«-. ..1V99 

Ed Tna Dude MEW , H M 9.99 

£m(yn Hugtet Socttr S 99 9.99 

F-16 Combat 9.99 1 3 .99 

toftali Managnr 7 + E>p Krt .6 99 9 99 

tatt0fi3(U.5) 9.99 11.99 

F*nSd»ooOf^7) 1.99 11 99 

Gara? 1M 9,99 

Goldan Aia .7.59 . .... .9.99 

Jick Nictiaut Golf 9.99 11.99 

Jack ftitaJaui CourmVoM K J A 6.59 

JachKKafJui ftampXoureaa . JIM 9 99 

JacaHkaLiui Inl eoutiaa HM A SO 



ISlIXiKT 



2 Player Super League Soecer2.99 

1942 2.99 

1943 2.99 

Ace 1.99 

Ace land 2 .2.99 

Alrwoll 2.99 

Arcade Fruit Machine 2.99 

Arcade Trivia Quiz 2.99 

Australian Rules 

Football NEW 2.99 

Barbarian 2.99 

Barbarian 2 3.99 

Batman The Caped 

Crusader 2.99 

Blinky's Scary School 2.99 

The Boxer 2.99 

Boxing Manager 2.99 

British Superteague 2.99 

8omb|ack1or2 2.99 

Boulderdash1or2or4 2.99 

BuOOyBoy 2.99 

California Games 3.99 

Cauldron 142 2.99 

Championship Goll 2.99 

Chuck Yeager NEW 2.99 

Chuckle Egg 1 or 2 3.99 

Commando 2. 99 

Crazy Cart 2.99 

Cup Football 2.99 

Daley Thompson's Decathlon. 2. 99 

D. Thompson's Olympic Chill 2.99 

Defenders Of The Earth NEW ..3.99 

Delta 3.99 

Dizzy Dlca 1.99 

The Double 2.99 

Double Dragon NEW 2.99 

Empire Strikes Back 2.99 

Euro Soccer Challenge 2.99 

Fantasy World Dizzy 2.99 

Fasl Food 2.99 

Ferrari Formula One 2 99 

Fighter Pilot 2.99 

First Past The Post 2.99 

The Footballer 2.99 

Football Champions 2.99 

Football Director 2.99 

Football Manager 2.99 

10 2.99 



Kick (Mi.., 
L.«0irira 
laftolCNoi . 

UTO rH . R " tt0 
MidatgM 



CASS'..-. 

9.99.,. 

Wt\...7.50 

. -6-99 h ■ 
,..7.M... 
M 
& 99 

•lontf Python .».....»* 6-99 .. k 

Mdin pi*t* imcw atantH ...i.m ... 

Hare ........ .MtW .., ,7.54V.. 

Tna National 6.99.. 

U*w Zealand Slory 6.99.., 

Kinja AEanli 9.99... 

Oatat lion fnaaainrtoit .6,99 .. . 

Praa* m « 7.69... - 

Rilnbow Island 6.99. . 

Rod Storm Ruing 9.99.... 

RlcaDaflfgruiiilorZ 5.99 9 99 

RoboCon 2 {Cartridge Only) ...13.99 ... 
Scrabtla. Monopoly 6 Clirado 13.99 ... 
Shadow Of Tha Baatt (Cartritga) 17 99 

Shadow Wanton 9.99... 

SWnCftf ha 

Tna Spy Who Lmajifta J.99 .. 

MM . 
I*****,. 6 90 . . 

Ci«p KEW ...(.99... 

Swir Ofl Read Ratal NEW 7 bO 

legate HhImiI Hvo lhffl« ...8.99 ... 
Irafrla Cb^atnn'toru . .6.99 . . . 

TmcBootingiWafMOip 8.99... 

Tfj y ' 3 1 Puriuil. . ....... ........ 4*. .«9*99< . . h 

1^" : j n 6 99 . .. 

UltlnatnOoi MaV. 

Vindicator (Cartndga Only) ...17.99. ... 
Xanananrnli NEW M.'A l# , 



DISC 
.9.99 
11.99 
...nVA 
.9.99 
.9.99 
.9.99 
9.99 
.JIM 
10.99 
...HM 
.9.99 
.999 

9.^ 

10M 
.9.99 

.13.99 

.13.99 

N' 

.17.99 
.9.99 

.1399 
..9.99 
13.99 
..9.99 
9.99 
9.99 
.11.99 
-HVA 
...H/A 
13.99 
..9.99 
13 99 
17.99 
13.99 



NEW BAC K 
CAT VLOGl'E 


[compilations 







Fruit Machine Sim 1 or 2 2.99 

Games Winter Edition 3.99 

Gary Linekers Hotshots 2.99 

Gauntlet 1 or 2 2.99 

Gemini Wing 2.99 

Ghostbuslers 1.99 

Ghosts and Goblins 2.99 

Graham Gooch 1.99 

Green Beret 2.99 

Grid Iron 2 2.99 

Guardian Angels 2.99 

Hypersports 2.99 

IK+ M.'iMH.tMMf >•■***••••#• .99 

Ice Hockey 2.99 

Impossible Mission 2 2.99 

International Manager 2.99 

International Soccer 2.99 

Ikari Warriors 2.99 

Jack The Nipper 1 or 2 2.99 

Kentucky Racing 2.99 

Kikslart2 1.99 

Kwik Snax 2.99 

Last Duel 3,99 

Last Nln|a 2.99 

Little Putt 2.99 

Match Polnl 2.99 

Matchday2 2.99 

Motorcycle 500 NEW 2.99 

Nemesfs 2.99 

On The Bench 2.99 

Operation Woli NEW 2.99 

Outrun 3.99 

Paperboy 2.99 

Pilstop 2 2.99 

Popeye2 2.99 

Pufi Games 2.99 

Quattro Aflventure 2.99 

Qualtro Arcade 2.99 

Quattro Combat 2.99 

Quattro Power 2.99 

Quattro Sports 2.99 

Quattro Superhlts 2.99 

Quedex 3.99 

R-Iype 2.99 

Rastan 2.99 

Real Ghostbuslers NEW 2.99 

Renegade 2.99 

3 2.99 



ArtBra<DiK0nh/( 2,99 

Bangkok KntgM* (Dftt Only) 2.99 

Basil Tn« Grtal Mo«in (Ota) 2.99 

Chicago 30 i NEW PFUCI 1.99 

Cosmic Cnusaway (Dtac Only) 1.99 

OnacNvaton 0 60 

DenartalDitc Only) 2.99 

Future KnJghl (Disc Only) 2.99 

GnrY Unaaare Hotshots (OUc) 2.99 

Hammarftit 3.99 

Hunlors Mom 1.99 

Knnny Onl*llih Soccer HaicH 2.99 

LE.D. Slotm 1.99 

M A S K (Diit Only) 2.99 

Master* CH Tho Unr»ana (Oi«) 2.99 

Motor Massacre (Olic Only) 2.99 

North Star tOiu Only) 2.99 

OvoriaiHlir (Disc Only) 1.99 

Penanr Pyramlii (Oltc Only) 1.99 

Prttfalor(D*« Onty) 2.99 

Qunilton Of Spflrt 2.99 

Rainbow Warrlo 2.99 

ftlefc Oangaroat NEW 3.99 

Agy of lha Rovars (Otic Onty) 2.99 

Superstar Ping Pong (OW) 2.99 

Tachnocop iDtsc Only) 1.99 

TranaJoor2(DlK Onty) 1.99 

Ubtt'a MnaNi 0,99 

Vampiraa Empire (Disc Onry) 2.99 

Xaaopftote 2 99 

Xor(0lac Only) 2 99 

FREE CEOS DESKTOP OPERATING 
SYSTEM WITH EVERY DISC CAME 
ORDERED PLEASE CLAIM YOUR FREE 
GFOS WHEN ORDERR1NG. 



Return 01 The Jedi 2.99 

Roadblaster* 2.99 

Rock SlarAte My Hamtter ....2.99 
Rugby Manager 

(Mastertronlc) 2.99 

Saboteurl or 2 1.99 

Salamander 2.99 

Sam Ht 2.99 

Scooby Doo 1.99 

Sidewinder 2 2.99 

Silkworm 2.99 

Skate or Die 2.99 

Soccer Director 2.99 

Soccer 0 2.99 

Soccer 7 2.99 

Spytumttr 2.99 

Spy V Spy 1 or 2 2.99 

Steve Davis Snooker 1.99 

Striker 2.99 

Strip Poker 2 2.99 

Summer Games 2.99 

Super Nudge 2000 1.99 

Targel Renegade 2.99 

Tetrii 2.99 

Thomas The Tank Engine 2.99 

Thunderblade 3.99 

Tilt 2.99 

Tomahawk 2.99 

Top Cat 3.99 

Top Gun 2.99 

Tracksull Manager 2.99 

Trapdoorl ft 2 2.99 

Treasure Island Dizzy 2.99 

Trivia Quiz 2.99 

W.E.C.Le Mans 2. 

Wacky Darts 2.99 

Winter Games 2.99 

Wizball 2.99 

Wonderhoy 2.99 

World Class Leaderboard 2.99 

World Games 2 99 

World Soccer 2.99 

Xenon NEW 2.99 

Yes Prime Minister 2.99 

YleAr Kung Fu 2.99 

Yogi and the Greed 

Monsler 2.99 

Yogi Bears Great Escape 2.99 



CHALLENGERS 

Fighter Bomber. Pro Tennis Tour, 
Kick Off & Stunt Car Racer. 
DtSC ONLY E13.99 

THE BIZ 

R-type, Operation Wolf. Double 
Dragon, Batman the Caped 



£13.99 



CASS £9.99 



SOCCER SQUAD 

Footballer 01 The Year. Gary 
Linekers Superstar Soccer, 
GaryLlnekers Superskllls and 
01 The Rovers. 
ONLY I 3.99 



HOLLYWOOD C01UCTI0H 

Robocop, Indiana Jones Last 
Crusade. Batman The Movie & 
Ghojtbust fl rs2 
CASS £9. 99 DtSC 13.99 

PLAT1UM 

Stridor, Black Tiger. Ghouls and 
Ghosts. Forgotton Worlds & 

L.E.D.Storm. 
CASS £10.99 DISC £13.99 

SEGA MASTER MIX 

Super Wonderboy. Dynamite Dux, 
Crackdown, Turbo Outrun, Enduro 



Starglider, Tetris, 
ACE 2 and Elite 
CASS £5.50 

THRIUTIME GOLD 2 

Alrwoll. Scooby Doo, Battleships, 
Saboteur 4 Frank Bruno. 



CASS £11.99 DtSC £13.99 

THALAMUS HITS 

Armalvte. Samlon, Hawkeye, 
Delia, Quedex & Hunler's Moon 



THRILLTIME GOLD 3 

Commando, 1942, Spitfire, 

C ° mba, CA ¥ S n sS S,rike ' 



T.B.T. 

Hard Drlvln', Toobin. Dragon 
Spirit, Xybots & APB. 
CASS £9.99 DISC £16.99 



am 

Bombjack, Frank Bruno's Boxing, 
Commando & Alrwoll. 



Football Manaofir2. Mlcroprose 
Soccer, Football Manager World 
Cup Edition & Gazza's Super 
Soccer. 
CASS £9.99 OISC £11.99 



6 PAK VOL 2 

EaglBS Nest. Batty, Ace, Shockway 
Rider. IM^arale 4 ITghtforet. 

EDITION ONE 

Double Dragon. Xenon, 
Silk Worm 4 Gemini Wing. 



PLAY 

Car Racer, Rick 
Mlcroprose Soccer 
£21 



Dangerous 4 



THE STORY SO FAR VOL 2 

Overlander. Space Harrier. 
Hoppin'Mad, Beyond The Ice 
Palac* 4 Live and Let Die. 
CASS 6.99 



Ghostbuslers, Aliens, Wonderboy, 
Eidolon, Back To The Future 4 
Quartet. CASS 6.99 



WHEELS OF FIRE 

Hard Orlvln'. Chase H.Q.. Turbo 
Outrun 4 Powerdrlft. 
CASS 9.99 DISC 16.99 

DIZZY COLLECTION 

Dizzy, Fast Food. Fantasy World 
Olzzy. Tresaure Island Dizzy 4 
Magic Land Dizzy. CASS 6.99 

4 MOST SPORT 

Soccer 8oss, Run For Gold. 
Endzone 4 Rally Driver. 
CASS 2.99 

C64 MOUSE-1351 PERIPHERAL 19.99 
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j Address 



F'RST CLASS .ubi»cl to «v a .i a t>Hily 
CK,. U-m* BDC JlTwnpl.- 



II | Postcode .. 

■ Name of game 



Tel No. 



Oomput 



1 






1 


Postage 




1 


TOTAL 





I POSTAGE RATES • Please add 50p tor orders under £5. Men UK/EEC 
I a*) £2.50 per Item . Hon EEC countries add £2.50 per item. 
| PAYING BY CHEQUE - Cheques payable to Software City 

| Card Type Expiry Date 

| Cird No 

I Signature » * 

i 
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DRACONUS 

• (Zeppelin) 




SCENARIO 



Draconus is sel on an alien 
planet ruled by the Tyrant Beast 
who must be operated in the 
final screen of the game To get 
to that stage the mysteries and 
magical forces which unfold 
before you must be understood * 
and harnessed lo progress 
through *hts multi screen epic. 
On your journey through the 
labyrinthine complex you'll meet 
various nast»es such as Giant 
Rats, Bats and Sea Serpents, 
together will* a sprinkling of 
Terrotoads and ferocious 
Catepefones To help you are 
many useful artefacts like the 
Demon Shield Necromancer's 
Staff. Dragon's Eye, and Morph 
Helix. Flasks Flames FItikJ, 
Energy Crystals end many Spelta 
help you on your way. 

GAMEtVLAY 

There are two mam characters 
between which you can switch 
during the game, namely the tail 
Frognum, and ths aquatic 



Draconewt Frognum can walk, 
jump, punch, duck and breathe 
fire. Draconewt can blow water 
jets but can never leave the 
water as Draconewt 

When on the Morph Stab 
pulling oown will transform you 
into Draconewt if you have the 
Morph helix Pushing up when 
underneath a Morph Slab will 
lum you back into Frognum. 

On losing one of your three 
lives the games takes you back 
to the last Record Slab on which 
Frognum has stood 

Backgrounds, such as spikes, 
will kill you if touched The 
screen shows the magical items 
along the side with the energy 
scrolls for Frognum on the top 
and Draconewt on the bottom 
During play you can pick up 
flasks of Flame Fluid, with each 
flask holding enough for 10 good 
blasts, and Energy Packets, 
which will put your energy right 
back up depending on whether 
you are Frognum or Draconewt 
If Frognum falls too far he will 
lose energy and may be killed 




OCEAN CONQUEROR 



• (Hcwson) 





wim mi RffiU aiwwt fii wwo 
y i 



JUWMM 



ttJUHHfti 
hum list 



Draconewt 

8- direction movement ♦ F 
breathe 




■TIC MIOATAPE 1 5 
ZXAP! 64 LTD \ 990. 

If your amazing ZZAP' Megatape 
proves to be faulty, have no fear 
Just bung it in a jiffy bag and 
send it to Newsfiefd, The ZZAP! 
Megatape Clinic, Ludlow. 
Shropshire SY$UW 





As Captain of the subma 
Nautilus y©ui mission 
destroy tour convoys, 
consisting qrfja (retainer and two 
desttoyerSw These are supplying 
enemy troops.baaed on islands 

tfioufd the 
supplies gel through you've lost 
the war Destroy your enemies 
and return to dock within 18 
hours and you "re the victor. 

CAME PLAY 

You start in dock on a large 
island. Thq speed of the 
freighters Is exactly half oi the 
submarine's but the destroyers 
are twice as fast as you and 
usually put the speed on when 
they qre coming in for the attack. 
However don't start fighting In : r 
dock es yflu niay seriously > J * 
damage ft Should tf)e sub need 
urgent repair (or heed to stock up 
on weapons), travel back to one 
of the twcxistomte whtch contain 
docks wher^rthe submarine can 
be overhauled.' 
A.guidance display shows the 
h wee from the nearest dock 
once you're wUhin a mile of i 
Docking is absolutely perfect if 
the bearing of the ship ts 90 
degrees and the values EO and 
NO are seen. To begin the 
docking process yoihbaye to stop 
the sub In the dock the time 
acceleration ^mode is ' m 
automatically activated and 
repamng and refuelling begins, 

A variable magnification 
periscope occupies the top of the 
screen and allows you to view 
approaching freighters. * 
destroyers drilling rtgs t 



lighthouses, dc 
The periscope is useless when 
fog approaches as it's impossible 
to see anything! However, the 
radar and sonar displays provide 
essential information on nearby 
targets, and you can use the map 
(press M to activate) which 
shows the entire playing area 
with symbols indicating islands, 
drilling rigs, etc. Beside the map 
a table shows the coordinates of 
the convoys and docks When 
submerged, the screen 
automatically shows the map 

The sub's top speed is a nip 
over 20 mph. so it's just as well 
you can travel in accelerated 
time (DEUS mode) rather than 
waiting ages for the sub to get 
across the oceans 1 However, you 
can t use it in battle (so make 
sure its switched off before firing) 
and you can't flee \n DEUS mode 
when enemy fire is he 
way. £ 

THI DASHBOARD 

A ,0 m)le*range radar ats in 
1 To help 
d&o this can be activated Fc< 
enhanced d^ptey press R tor rang* utmjii 
gives a radar map of tlva miles The r.- 
alsa helpful for targeting. Your m^r 
have a range of one loone-and-a-^aif ni M 

a radar you can deode whetner 
to shoot enemii 
Above the fat 
wtiiflh shows 

■ Pw$cope an 
position of the i 
bow m degrees with ar 
direction left or nghl 
a Bottom (BT7M); Qtop^ays the distance ol 
tne sub (r6m ih* M> floor 

■ Magnification (MAGN): Displays the 

. l'i;dtlOn Ol the [MJfiSCOpf 

■ RitcoV Th^ v.Wue is shown in 
degrees with an arrow indicate 
rttecbon 







function is off the rudder mil 
centre 

■ Vertcal Speed IrrdicyifoMVSi) SpeedT 

■ Be/ring ( BROv The direction ol the sub 

rjpwsurfacmg * regulated by 
■HHSnks which con«m either 
WBnpressed air or water, so that the 
r*ses or smkft. It there's insufficient 
ballast tanks then the sub cannot 
the surface 

On the left of the radar is a dra 
Showng the state ol the sub ar d weapons 
the four torpedo tubes and the guides anti- 
missile Launcher are disptayedjfeQ^e 
the weapons ts an outline ofJHbb; wNto it 
is white everything is okay J^^n turns to j 
rM you have failed JM 
After launching a flu*«|Hnti-miv. ly you 
can control its movemoflHp following the 
target wth the periscope LK ; 
magnification of x2 crk3fefps you/ aim to 
be more accurate J^BCAM looks as if it 
will miss the targwHt', so ihe water 

so you can fire agH rmrnedjpMy 

To the ngrt dI n m r. ihe 
navigation* r«mpn'' y in the (op row 

are tte ma 

hyn- litest water (BLST) and the 

drrrm n\erer fOPTH) {ityipkafii tanks and 
the hydroplane aru used to submerye the 
sub — teleat oss try every Key 

while water- ng tne lepth meter and |r> 

™hese arolhe throttle, speed and 
: o^Hpsedlo 
ol the sub;Vvou run 

meter and the 

^amps B Miow \he 
^^^^^HkHbon of the 
batlenes j|HHbne is bfjflg used and 
^ a*r compressor on 





Q/A Throttle up/down. Hold up to 
increase speed, hold down to 
decrease and go into reverse 
W Ballast water in 
S Ballast water out 
R Swaps between radar ranges 
O/P Changes magnification on 
penscope 
H Hold 

N Motor sound on/ofl 
B Swaps between diesel motor 
and the accumulator 
V Turns air compressor on (note 
the diesel motor has to be used 
to recharge the batteries and lo 
operate the air compressor!) 
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rough the biza 
aliens and find 
whose differing 
to discover and 

GAME PLAY 



The game always 
first level. Arcturus, 
level sees you start 
Weapon. This bullet-firini 
begins on Fire Power 1 
be further developed to delk 
constant stream of missiles wher ; 
the player has the maximum (2) 
orbiting defence pods. The other 
weapons are the 8-Way, the 
Pulse, the Wall, and the Rail 
Gun. The latter can be developed 
into a long pole which cannot be 
stopped All these weapons 
begin on Fire Power 1 but by 
picking up weapons of the same j 
type each can have its power 
increased up to Fire Power 4. 

Fireballs and asteroids cannot 
be destroyed At the end of most 




left/right Turns rudder 

up/down Controls the 

hydroplanes 

fire Launches missile 



ZYBEX 

• (Zeppelin) 



IAKIO 

ry has two reoeis, Kinser 

lana, on an almost 
mission to escape the 
that is Death Row 
earn a stay of execution 
.they must penetrate the very 
heart of many strange worlds and 
collect from each a teleport^V 
crystal. Each crystal gives 
access to another fantastic world 
until the excited player reaches 
the Restricted Levels and the 
ultimate challenge — Zybex 

last, Zybex. crystal is 
we'rful, and will ensure your 
rs remove the death rings 
your necks. Shoot your way 



To fire a torpedo use the 9 key. 

When a missile is in the air, the 
(oystick controls its movement 
(you can turn it faster by pressing 
fire together with the left/right). 
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Authors: Peter Vitray and Lajos 
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Function Key Option 

f1 Number of players 
f3 Start Zone 
f5 Initial difficulty 



Pressing the appropriate function 
key will increase the number 
displayed. Note that the options 
remain as per the previous game 
until the options screen is 
displayed, when they are reset to 
1,1,1. Thus to play a second 
game with the same options, 
restart the game before this 
screen appears. To start the 
game, press fire at any time. 
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CONTROLS 

Keyboard 

WERTYUIO 
ADGJ 

ZXCVBNM 

space-bar 



levels lies a commandship which 
is difficult to eliminate The heads 
of these craft are vulnerable. 

Extra lives lie in the floating 
suits and after every 10,000 
points. ^EW. 

Bonus points, represented by 
a large floating B, are added up 
at the end of each level % 



.RUN/STOP free: 
the game. 




Joystick 

Up 
Left 
Right 
Down 
Fire 



n freezes 



YOUR Z5 HOVER FIGHTER 



ERfc 



1 



Joystick ^ 
1 . ICONS and FIRE select one or 
two players. jjj^ 
2 Run through alternative player 
colours by pressing FIRE. 
3. Do not engage AUTOFIRE on 
sophisticated joysticks 
±$ — START 
5. Weapons fire autor 

Keyboard 

RUN STOP to PAUSE game, 
press again to release 
Q — while game is paused 
sends player back to title scree 



Your craft operates on three main 
modes determined by the 
gunsight position as shown in the 
table and a subsidiary map Ik 

mode. 

Mode Gunsight Gunsight Function 

position shape K«ys 
JAssfe above square 
Mooe horizon 



dab zones are shown in grey 
the next zone to be entered 
red. Numbers indicate 
roximate Seiddab strengths. 



Rodar U 

Your radar system detects enemy 
fighters beyond the horizon and 
projects their position and 
distance on to your screen 
display above the horizon. This is 
your opportunity to raise the 
cursor and fire and forget' a 
squadron of missiles 

Temperature Display 

The hull temperature Is shown at 
the lower right of your 
instruments Enemy hits, mines 
and spores exploding, and 
clipping the mountains all raise 
the hull temperature 

Fuel Display 

This is located above the 
temperature bar. Your fuel level is 
indicated In white. Your ship is 
refuelled by flying over your own 
base This is indicated on the 
map by an encircled F' 

Ranking Symbol 

The red-and-white box to the 
right of your ship display shows 
your current ranking symbols As 
you progress into the top-ten 

high scores, thisn 
change to your 



betow harbor KRfOM 
Mode above hull 




Mode 



deseied map 



tock-oo 





Program: Kevin Franklin 
Graphics & Game Design: 
Mtchaei 0\ 
Music: Adar 



Missile Mode 

Used to destroy enemy fighters 
beyond visual range Align 
gunsight, fire and forget 

Mode 

d to attack all ener 
ns systems within 
Align gunsight and I 



1987 Zeppelin 




Navigation Mode 

Align your craft on a straight 
pathway to follow your preset 
rse Hi! any function key to 



3D LUNATTACK 

• (Hewson) 



Attack the SEIDDAB lunar 
torces. Outmanoeuvre or destroy 
land-based tanks and missile 
silos Battle with aerial mines, 
bombers and SEIDDAB 
Hoverfighters Seek out and 
destroy the SEIDDAB command 
base Protecl your own fuel 
supply base! 

Once loaded, the program 
displays in succession, a title 
screen, a hi-score table, a 
bnefing, a points table and play 



options. Press an arrow key to 
view the next screen Press the 
fire button or space bar to start 
the game. 

MAY OPilONS 

These are reset and the play 
options screen is displayed when 
any function key is pressed. 
Press a function key again to 
change options as follows. 



in a new course 



com 

Mop Mod. 

Select/deselect from missile or 
laser mode by pressing any 
function key Your ship flashes 
white in the centre Previous 



10 points 
?0 points 
|Q p oints 

Floating Laser Spore 40 points 
Missile Silo SO points 

Seiddab Base 60+ points 

Fighler on Radar 10-60 points 

Fighter 20-120 ports 

SEIDDAB FORCES 



iEIDDAB have invaded the 
moon and their forces are 
heading towards your base You 
must protect your base which is 
your only source of fuel and 
destroy their base ships. 
The enemy have seven weapons 
systems at their disposal as 
shown m the table Each system 
is displayed in a separate screen 
colour and represented by a 
distinct symbol in map-mode 

CREDITS 




■i> Hewson Consultants Ltd 1984 





Weapon 




System 


Description 


Dabiank 


Slow moving. Armed 




with Ysian missies 


Ariel 


Detonated by 


Mines 


pf oximrty fuses 


Low level 


Fly *n loose 


Bombers 


formation 


Floating 


Cenlral core and 


Laser spore 


three fusion cells 


Missile 


Studded 


Srfo 


in groups 


Seiddab 


Very elusive 


Base Ship 


Fighter 


Swoop over the honzon 



STRATEGY 



BLITZKRIEG AT THE ARDENNES: The plan was to quickly strike weakened 
Allied lines in Belgium and Luxembourg and to break through and move quickly 
to the Meuse to capture the Liege and finally Anywerp. Take over and simulate 
one of hisiorys greatest battles Features includes V-2 Rocket attacks. German 
saboteurs. Paratroopers. Artillery. Supply and one or two players Amiga 512K 
version £2895 1 meg ver £29.95 

PHANTASIE III: This tune, the Dark Lord Nikademus has set rws evil sights on 
conquenng the entire world Your group will traverse an entire continent, banting 
the Dark Lord's uggty hordes and exploring dungeons for clues that will 
ultimately lead you to Nikademus - and to the Final Confrontation C6-» disk 
£'9.95 

MICROLEAGUE WRESTLING: Featuring HULK HOGAN deode wtiKh moves 
to make • body slam, leg drop • all the authentic moves of each wrestler 
Includes two great wrestling match-ups: HULK HOGAN vs RANDY SAVAGE 
and HULK HOGAN vs TED DIBIASE Interactive strategy determine the aclron 
and outcome of each match. 
Amiga £29 95 C64 disk £19 95 

STORM ACROSS EUROPE: Move armies across the map to conquer territory 
Launch huge U-boat campaigns m the Atlantic. Carry out strategic bombing 
strikes against enemy production centres. Send raiding (leets to criple your 
opponent's shipping. And drop paratroop forces on enemy positions. Ability to 
change starting levels tor each country. Up lo 3 players can play this game, with 
the computer able to control the allies and/or the Russians Exciting game 
designed by the author of Colonial Conquest recreates World War II in Europe 
on a grand strategic scale Amiga £29.95 C6d Disk £24.95 

CLUE BOOKS: £6.95 each COLONELS BEQUEST, CONQUEST OF CAMELOT, 
GOLD RUSH, HEROS QUEST, KINGS QUEST 1,11.111 OR IV, LEISURE SUIT LARRY 
I, II OR III, POLICE QUEST I OR II. SPACE QUEST I, II OR III. CODENAME 
ICEMAN. E7.95 each: BARDS TALE I, II OR III. CHAMPIONS OF KRYNN. CURSE 
OF AZURE BONDS. DRAGON WARS. DRAGONS OF FLAME. 
DUNGEONM ASTER, ELITE, HILLS FAR. KEEF THE THIEF. MANIAC MANSION. 
MARS SAGA. MIGHT & MAGIC I. NEUROMANCER, POOL OF RADIANCE. 
SENTINEL WORLDS. STARFLIGHT, SWORDS OF TWILIGHT, WASTELAND or 
2AK McKRACKEN. 688 ATTACK SUB. INDIANA JONES ADV. SECRET OF 
SILVER BLADES C8.95 each: ULTIMA III. IV, V or VI . 

Mall ord« only. Pleaw allow 28 days lor dalivtfy. Please maha cheques and postal 
orders payable to CINTRONICS LTD. Free post and packaging within the UK. Europe 
add C2 per Item. Overseas £4 per nam. 

CINTRONICS LTD, RICHARD HOUSE. 30-32 MORTIMER STREET. LONDON W1N 7HA 



GUN FIGHTER 

USE YOUR VOICE 
TO OUTDRAW THE 

GUNFIGHTER 
FOR CASH PRIZES 



0898 31 35 69 




INFOC AL POSo. 36 LSI JiN Co: Cfcnes 33PM 
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COMMODORE 



Software Hire Club 
Send S.A.E for details to, 
C. STAT HAM 

3, Briarbank Ave 
Nottingham 
NG3 6JU 
Tel: 0602 581635 

piracy. 



WIN! WIN! WIN! WIN! WIN! WIN! WIN! 



THE ALL NEW FORMAT COMPETITIONS FROM 

PLAY TO WIN 

(so slick they even tell you If you got it right) 

SEGA MEGADRIVE SOFTWARE BONANZA 
0839-121111 0839-121130 



the sizzling 16 bit console 

SEGA GAMEGEAR 
0839-121109 



£200 worth for you to choose 

PC ENGINE 
0839-121178 



the sensational handheld imported just tor you! 

The more entries you make, the better your chances 



PLUS PLUS PLUS PLUS PLUS PLUS PLUS 



Ring any of the above lines for details of our great March bonus drav 

the prize up for grabs a NINTENDO SUPER FAMICOM 



z 
5 



calls 



all calls last approx. 4 mins. one prize per competition 
are charged at 33p per min. cheap rate and 44p per min. all other times 
if you are under 18 please get permission to use the telephone 

PLAY TO WIN, 159 STRATHMORE AVENUE, LUTON, LU1 3QR 
0582 413943. WE ALSO SELL EVERYTHING!! 



5 



5 



WIN! WIN! WIN! WIN! WIN! WIN! WIN! 
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After what seems like ages 
Interplay have produced a 
new RPG for the Amiga. 
Dragon Wars (C64 version: 90%, Issue 58) 
supports characters from the Bard's Tale 
series, and so it should because you could 
have called this game Bard's Tale 4 and 
nobody would have raised an eyebrow. 

You and your party are off to find 
Dilmun, a legendary city. You know the sort 
of thing — pavements paved with gold, 
buses run on time, etc. However, after 
being shipwrecked you are imprisoned on 
suspicion of spellcasting. a habit which has 
been recently outlawed by the dastardly 
King Drake. You begin the game in 
Purgatory from which you must escape. 

Interplay have taken the Sard's Tale 
system and upgraded selected elements in 
an effort to update it. The most important 
(but probably the most invisible) change is 
the introduction of an intricate plot. 
Interplay's Brian Fargo once told me that 
you could fully describe Bard's Tate I in 
about ten seconds (he did so as well!). 
Dragon Wars introduces a much better 
'story*, utilising more character interaction, 
strange clues and so on. The manual 
contains paragraphs which you are 
directed to by the program at certain points 
in the story. 

The combat is improved with quite 
complex choices on ranged combat, type of 
attack and defence. Spells have been 
extended to include more spell categories. 
You have no need to learn a massive 
spellbook, though. In order to be a wizard 
you select from one of four different types 
of magk: High, low, Sun and Druid. 
Indeed, the spells must be learnt by finding 
scrolls with me spell inscribed on mem. 
Furthermore, in order to cast certain spells, 
you must decide how many points of power 
to put into them. Therefore, the game 
includes much more resource management 
than most fantasy games. It means that 
even the lowest spell never becomes 
obsolete. The stronger the magician gets, 
the mightier the spell has the potential of 
being. 

Attributes have been redesigned by 
including skills (bandaging, etc) and 
knowledge of various lore', such as forest 
and mountain lore. There is also an 
excellent 3-D automapping option, one of 
the best I've ever seen. 
The end product is an RPG which is far 



better balanced than the Bard's Tale series 
ever was. Even though the scenery looks a 
lime false on occasion and the walls seem 
paper thin at times, the character animation 
is much improved. Graphics as a whole are 
very good with sound and spot sound 
effects enhancing the atmosphere. The 
minimalist reports (character stats, etc) do 
not, though. Couldn't anybody think up a 
more presentable report than black writing 
on a plain white background? 

Nevertheless, Dragon Wars is an 
enjoyable romp, delivering a good helping 
of humour. 
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In this French RPG, you 
play an agent of BAT 
(Bureau of Astral 
Troubleshooters), on the trail of the evil 
Vrangor who has threatened to blow up the 
planet Selenia. 

After creating your character you can 
move around the gameworld. Control is 
totally joystick-driven, using icons and 
menus for command choices. The joystick 



pointer changes its shape when over 
specific areas of the screen, eg placing the 
pointer over a character may bring up a 
speech bubble. An door turns it into an 
arrow and so on. Clicking on these 'action' 
areas may bring up additional menus. 
Menu and icon design is pretty logical and 
easily learnt. 

The Amiga version is, understandably, a 
better looking game but does retain many 
of the same problems as its C64 
counterpart (65%, Issue 68). There is far too 
much eating and drinking required, which 
ruins the flow of the gameplay. I also 
became confused, alltoo often, as to which 
arrow moved me to what area. Then there's 
the weird programming section that allows 
you to create mini BASIC-like programs 
which, due to the vague manual J couldn't 



understand how to use properly. 

On the good side, graphics are excellent 
with smalFanimated things' flying around 
the screen now and again, giving a real 
alien atmosphere. This is aided by some 
nifty background music and plentiful spot 
effects. But it's not enough to make up for a 
poor interface and game design. 
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Obitvs is a strange mixture 
of RPG-type play and 
downright, sideways- 
scrolling arcode oction. You might imagine 
such a combination to result in a weird 
game — and you'd be right. As, mild- 
mannered Wil Mason you find yourself in 
Middlemere. You must explore the four 
shires of the place, chat to people, kill a 
few others, collect and use items but, most 
of all, find out where the hell you ore and 
how you can get out! 

The RPG section gives you a first-person 
viewpoint in the Dungeon Master vein. I 
say Dungeon Master because there 



many similarities. For example, you can 
directly manipulate objects in the 
gameworld (such as picking up an apple 
or a gold coin). Then there is tne combat. 
Again, you click on the target and the 
bow/dagger/ etc is hurled towards your 
foe. You see it sail off into the distance until 
it hits or misses. One difference to DM, 
though, is Oorfus's superb scrolling. It is 
smoooooth, no doubting about it, you just 

Slide from location to location. Actually, 
is became a drawback while walking 
around a forest area because you cannot 
turn around until you reach the centre of a 
location. The trouble was that I could not, 
on occasion, centre myself properly and so 
promptly flew into a fit of rage. Sigh. 

Interaction between characters isn't. That 
is, you click on the Talk icon and click on 
the character. Interaction is more 'you talk, 
I'll listen'. Icon management is paramount, 
too. This is because selected icons stay 
selected until you re select another. So woe 
betide you if your Eat icon, for example, is 
selected and vou are attacked. You must 
select the Fight icon, make sure you select 
a weapon and... oh, you've died. Hmmm. 
Why, couldn't you walk around with a 
weapon readied at all times, eh? Grrr. 

The parallax scrolling section is just a 
linkage point that takes you from one RPG 
section to another and, in my opinion, is a 
complete waste of time. It brings nothing 





but heartache. There are no items to find, 
no dues to uncover, lots of energy to lose, 
sure, but it never actually contributes to the 
game. Besides, I'll bet that many role- 
players shy away from shoot- 'em /beat- 
em-ups and so will feel uncomfortable 
with the whole set-up. I do. God, how I 
hate games that merge different game 
styles. Leave arcade games to the kids, 
Psygnosis, and give us thoughtful types a 
nice, juicy cerebral-'em-up. Whodaya say? 
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Harpoon ha s hod a difficult 
birth. I've followed its 
development from the initial 
game proposed by Larry Bond, to the 
decision to scrap me lot and start again, to 
the final release — was it worth if? 

Harpoon (produced by Three-Sixty 
Software in the States) is a tactical 
wargame based upon Larry Bond's board 
game of the same name. The game includes 
two disks, a large format 77-page manual 
which still has to be squeezed into the ill- 
fitting box (a legacy of the initial PC 
version) and two mini-booklets. One from 
Larry Bond on hints and tips and the other 
from Tom Clancy, friend and co-author who 
appears in print to add a bit of glamour 
and attract a few more dollars. 

I haven't got a hope of covering the 
game in full so here are the salient points. 
Adopting a modern-day time perioa, you 
take the position of Fleet Commander in 
what is the most detailed Amiga naval 
simulation I've ever seen. Missions range 
from the command of a squadron of missile 
boats to a full strike fleet in defence of the 



UK. Harpoon is also the master program 
for a range of forthcoming scenario disks, 
including the North Atlantic, Mediterranean 
and the Persian Gulf, each of which should 
contain 15 missions. 

On-screen information is extensive with a 
large database of ships, subs and aircraft 
accessed via menu. This option gives a 
tremendous amount of info; sensors, 
weapons, area of operation, and so on. 
After choosing the scenario, the side you 
wish to fight, a possible nuclear exchange, 
snorkelling subs realistic weather, 
maintenance failure and ordnance vou can 
begin play! During play a staff assistant 
will provide advice and reports. The 
graphics are composed of three main 
screens — strategic, group and unit — 
although most of the play will be involved 
in the unit mode. After all, you play the 
game to simulate a fleet commander, not a 

You can play with three simultaneous 
levels of zoom and issue a host of orders 
(course directions, manoeuvre aircraft, 
chanae ship formation, etc). Graphics are 
excelfont, with two icon sets available: 
Stylistic (a ship/aircraft icon) or CDS 
(Combat Designation System). While the 
former is more 'user-fnendh/, the latter 
represents the actual NATO-type symbols 
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used during official wargames, etc. Neat 
graphical effects include a mini-window 
showing ships firing and receiving hits. 
Sinking ships triggers a full-screen, 
dramatic scene plus relevant musk. 

I did become a tittle frustrated at the slow 
response to commands and, in addition. I 
am a little concerned with the solidity of the 
programming because the game crashed a 
couple of rimes (a weakness of the initial PC 
version, too). However, having said that, I 
still have to say that Harpoon is an 
extremely professional product which has 
obviously been produced by a very 
knowledgeable and accomplished research 
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(This review has been 
written by CRASH'S trendy 
tipster, Nick Roberts, who 
expressed much interest in the game for 'o 
couple of reasons'!) 

A creepy castle, undead inhabitants, the 
return of a vampire and buckets of fake 
blood — the perfect combination for a 
trashy 'B' movie, but also the perfect recipe 
for a great fantasy adventure. Many of you 
may be familiar with the character Elvira, 
she has already appeared in a number of 
films. The provocatively dressed, well- 
endowed star is also the centre of attraction 
in this orgy of horror. 

The story goes like this. On the demise of 
Uncle Emlo, Elvira inherited CasHe 
Killbragant. Lime did she know she was 
also inheriting a heap of trouble with it. 
When she visited the castle she was 
imprisoned by the various creatures 
returning from the underworld to prepare 
for the arrival of Elvira's Great-Great- 
Grandmama Emelda. It turns out that 
Emelda made a deal with the devil to be 
resurrected in the future. The secret to 
stopping her resurrection lies hidden in a 
chest in the castle. As you can imagine, 
Elvira is not too happy about the return of 
her ancient ancestor. Not being a fan of 
familv reunions, she advertises for someone 

After answering the advertisement you 
arrive at Killbragant ready to start your 
guest. You must find six keys to open the 
chest and dispose of the creatures you 
encounter on your travels. Tne game is 
played with the mouse, using menus and 
arrows to control your movement. Picking 
up objects is a matter of pointing at them in 
the location window: you can find 
weapons, ingredients for spells ond food to 
keep your strength up. 

You can't play the game for long without 
coming face to face with some hellish 
creature, and combat with these is an 
essential Dart of the game. There are a 
variety or ways of polishing them off, 
thougn. You can cast spells you have had 
mixed up to weaken them, fire weapons 
from a distance or enter into hand-to-hand 



combat. The latter is a fight to the death 
with your animated opponent swiping at 
you in one of two ways: hence you have 
two defensive choices (block or party). 
Fend off his attack and you can choose 
between two offensive moves (lunge or 
hack). 

So what part does Elvira play in the 
game other than that of page three 
tookolike? Well she has confined herself to 
the casne kitchen where she will conjure up 
any spell you wish if you have the correct 
ingredients in your pocket. These spells 
have some strange names (Cat & Dog 
Broth, Fire Sponge and Mushroom 
Tenderness) but can be very useful in 
restoring your energy and giving you 
special powers to use in combat. 

What will really attract many players to 
Elvira are the excellently drawn ana 
animated graphics used in every location. 
They really moke the game come to life, or 
death! A warning has had to be given on 
the packaging of the game, though, as you 



taking pot shots at you and this severely 
hampers your progress at first. When you 
have masterecf the bask art of fighting you 
can begin to explore Killbragant and its 
grounds. Things then begin to piece 
together, if you keep your eyes peeled — 
the slightest speck on a wall could be a 
vital clue to the completion of the game. 

Elvira is similar in style to the authors' 
last game, Personal Nightman (87%, Issue 
53), out far superior in size and graphical 
quality. Anyone who has played that game 
will know about the endless disk swapping. 
Elvira comes on five (yes five!) disks and 
needs one megabyte of RAM. Disk 
swapping isn't too annoying, though, as 
each part of the castle uses a different disk 
so at least you can anticipate when a 
change is about to happen. 

£fwro is a must for all fantasy adventure 
fans. A blood-curdling, all-action game that 
will have you totally perplexed and 
enjoying every minute of it. 



can come across some fairly gory scenes. 
The sight of an old gardener having whal 
left of his neck nibbled by maggots is not 



too appetising (pass the sick bag around at 
the back!). 

f/wers puzzle factor is a little tough. You 
are constantly bombarded by creatures 






Lordy, lordy! No sooner do 
I cry out for adventures 
written using the GAC+ 
when Tony Rome (wasn't he a Frank 
Sinatra detective character?) drops The 
Argon Factor on my desk, says 'Hah!' with 
smug satisfaction and waltzes out of the 
door with a job well-done! 

Hmm. So lefs take a look-see. The game 
comes on one disk plus a nicely presented 
six-page manual detailing the game and a 



competition with £1000 worth of 
sponsored prizes, including an Amiga and 
a colour printer. 

The science fiction plot involves you as 
Captain Cord, holder of the Space-Medal of 
Honour and all-round cool dude who's in a 
pickle. Ifs like this. Valdira has wiped out 
your starships during the Zorvian war. 
Never mind that, though, it was the capture 
of Lieutenant Anikra, a woman (whoops, 
love interest warning, love interest 
warning, lov...) who had selflessly 
(foolishly?) aided your escape only to be 
captured herself. But, there s more. An 



incriminating piece of evidence, forged of 
course, lancU on EarhS. Valdira hod 
impersonated you, sending your fleet to its 
doom. You were left responsible, therefore. 
All you have in the world is dear ol' Lap, a 
robot who's not much help in his current 
battered state. So you are in pursuit of a 
video tape to prove your innocence. Three 
years later and you receive a faint coded 
message from the Veiusian Belt. K could 
only be from Anikra!!! 

So what in the Sam Hill do we have 
here? Well, a very average text/graphic 
adventure I'm afraid — and there was I 
getting all excited. The plot is very linear. 
You are dragged by the scruff of the neck 
around every location and woe betide you 
if you show signs of having a mind of your 
own! Why? Well sudden deaths proliferate, 
propagate and procreate. In other words — 
there's too many of 'em! In addition, some 
aspects of the gameplay are just plain 
unfair. For example, there I was holding a 
crystal that 'emitted a powerful light'. I 
drop the thing in the same location and am 
immediately thrown into total darkness; I 
stumble and die. Why? That's oil, just tell 
me why? What happened to the light? 
one said that it was only triggerea by 
human touch or anything! 

On a design front I could have, at times, 
have done without the 'time' screens. They 
were a bit frustrating at times because they 
tended to zip past without me reading 
them. I like a leisurely read, /see, ond if 
something attracts my attention or if I 
decide to get some paper to do a bit of 
mapping I want the screen to stay where it 
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is in the meantime! The parser is also a bit 
on the old-fashioned side. For example, 
'all' and 'and' are not recognised, input 
response can be a pain too as it can be 
very slow at times. 

However, after all that. The Argon Factor 
is still playable, especially to any 
text/graphic fans out there. It is not a 
dreadful adventure, just very disappointing. 
Please give it another try Tony, but lefs see 
some improvement next Hme, huh? 






Broderbund, C64 CTBA disk only 
(Available from: Computer Adventure 
World, 318 Kensington, Liverpool 17 OEY. 
Tel: 051 263 6306) 



The Centauri Alliance is an 
intriguing import from 
Broderbund in the USA. 
Written by Michael Cranford, the creator of 
Interplay's Bard's Tale I & 2, the re are no 
immediate plans to distribute the game 
within the UK. Any distribution deal would, 
presumably, be undertaken by Domark. 

It was when two other life forms were 
discovered on Alpha Centauri by a team 
from Earth that the Alliance was initiated. 
Technology was shared, ideas passed 
around, other alien races discovered. 
During AD 2214 six races officially formed 
the Centauri Alliance. Although a wish for 



peace predominated chaos still reigned 
throughout the galaxy. 

Now it appears that an unfriendly lot, 
calling themselves DAYNAB, are searching 
for the 'ultimate weapon', the Fractvr Fist. 
This nasty piece of work has its basic 
components spread across the galaxy. The 
aim of the game, therefore, is to retrieve 
the bits of the Fist before the agents of 
DAYNAB do. 

The Centauri Alliance arrives in a unique, 
hexagonal -shaped box containing three 
disks, two manuals, a map and reference 
cards. Adopting a familiar 'Bard's Tale' 
look, the game employs a mum-window 
play-screen. Top-left is a window containing 
menu chokes and long-lasting psionk 
abilities (eg light creation). The large 
window on the lower half of the screen 
displays text messages. Top-centre is the 
window onto the gameworid, a first-person 
perspective that scrolls in a similar manner 



to Bard's Tale. 

To the right of that is a list of your party 
of six characters (NPCs can be recruited 
too). Each character con be one of six 
races, each with their own abilities {eg 
technical and psionic) plus a set of six stats: 

strength, vitality, agility, IQ, life and psionic. 
Psionics is mental energy that reploces 
magic seen in Bard's Tate. It is handled in a 
similar way, though. You 'casf a psionk 
ability as you would a spell. So you can 
create creatures to fight for you, cause 
earthquakes, detect the presence of 
radiation and so on. 

An excellent aspect of each character's 
make-up is the Skill option. Each character 
is rated (0-10) for four basic disciplines: 
Combat, Tech, Psionics and Metamorph. 
Within each discipline are one to four skills. 
So the Combat discipline contains melee 
(close quarters), thrown (hurling knives and 
explosives), sidearm and master (an 
extension of the other three). Incidentally, 
metamorph is the intriguing description of 
being able to change a character's physical 
shape info one of several life forms. 

Obviously, if certain problems require a 
certain skill you'll pkk the most proficient 
character to complete it. So, for example, if 



you need to repair a mechanoid robot 
j the 

'l 

discipline). 



you'll choose the guy with a high 
'hardware' skill (found in the Tech 



Items are plentiful. Weapons range from 
the ubiquitous dagger to shurikens, UZIs 
and photon blasters. Armour ranges from 
combat to dura-fabric. There are umpteen 
artifacts to be found in the game, too. 

The game area consists or eleven worlds, 
each with their own characteristics. Each 
world is arranged in a similar way to 
Bard's Tale, ie on a square grid maze 
system. You will need to travel between 
worlds to complete a variety of missions 
that must be solved before the final mission 
of finding the Fist is attempted. As you 
might have guessed, if you enjoyed Bard's 
Tafe you'll love Centauri Alliancl However, 
if you didn't then...er, you won't. The 
graphics are quite nice, if a little repetitive 
in certain areas. Spot animation is plentiful, 
though. Sound is minimal. 

The actual RPG system is not exactly 
ground-breaking but it does vastfy improve 
on the Bard's Tale series with the addition 
of skills and the unique combat interface. 
When this occurs you are transported over 
to a combat screen depicting a bunch of 
enlarged hexes. Standing on the hexes are 
your party and the enemy (each party is 
portrayed as one character). This hex-view 
gives you a chance to contemplate tactkal 
manoeuvres and the like. 

The Centauri Alliance is a solid RPG 
whkh contains a large dollop of gameplay. 
Any RPG player will enjoy the game but 
dedicatee Bard's Tale fans are 
recommended to buy this game post haste. 
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GLOW UP - Unique utility allows you to take any part of a picture A 

"blow it up * to full screen size 
SPRITE EDITOR - A complete sprite editor helps you to create or 

edit sprites 

MESSAGE MAKER Any screen captured with Action Replay or 
created with a graphics package can be turned into a scrolling 
screen message with music 




OMES OF AGE! 






IS HERE! 

AND FEATURE PACKED UTILITY 
R CONCEIVED! 

• Easy to tise d*sk file coo>er Much taster than 
conventional methods Ideal tor backing up data disks 

• ■ AP( This feature will add Turbo Reload to trie 
programs tfiat you save to tape * no user knowledge fegu'fe-3 

• ' Format an entire disk in about 10 seconds 

• no rflore messing about 

• IKJM^ Print out your frozen screen to printer * 
MPS 30t 803, Epson Star. etc. ■ very versatile • 

For parallel printers Star 
Epson, etc Print out listings wilh graphic characters *tc 
(Cable required tor parallel pofl £12.39). 

• Now you can edit tne entire frozen 
screen with this text editor - change names on nigh scores etc 
Great tun!! 

• Many s<ngie strode commands for 
Load, Save Dir. etc. Plus range ot e*ira commands. I e Auto 
Number, Old. Delete. Merge Append, Linesave etc 



THE REVIEWERS SAID... 
Tm stunned, amazed and totally Impressed. This Is easily the best 
value tor money cartridge. THE CARTRIDGE KING? 
COMMODORE DISK USER 



WARNING 1988 COPYRIGHT ACT WARNING 

Daw Etatronici LW , nailfwr eondore* o* uTOwj tm wm Of R product* tar trw ncrodmaofi cil 

Ttia cocfcup iffUttt erf thm orodurt ar« oatqnad lo rec^Mx* oniy sofmare tucn m Pubic Dorwn 
lattrtal, tha weft o*ti program* or fcofowe wtwre parmftston 10 maV* Dacfcupt baen ctoarry gitvrt 
t? tfltgif tomafca copai. tfvnnfor >ou* own ma d" copyngl Ntrwi without th* clear 
oarmttfrtfn of the copyright win*, or ma karma ttmof 



HOW TO GET YOUR A CTiQP 



TELEPHONE (24 Hrs) ■ 



0782 744707 



CREDIT CARD ORDERS 





WE WILL DCSWTCH VOUR OftOER OWCKLY a EFFICIENTLY TO IHMlXTOU TO 5TAI*T WCEtVtHO TOE BENEFITS OF i «JUB PURCHASE WITHIN DAYS, MOT WEEKS 

OflOiRS NORMALLY DESPATCHED Wimti 4#"flri. AU CHEQUES nOffTAuDflOtRS M*Dt PAYABLE TO.- — 




GO VAN ROAD. FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS f ENGLAND 

TECHNICAL/CUSTOMER SEHVICE 0782 744324 




FINAL WHISTLE (KKK OFF 
2 DAXA DISK) 

(Ancq, Amiga £12-99) 
Revi*W by Phil 'Foot/ King 

This belated release includes extra features originally planned for Kick 
Off 2 However, you'll need a megabyte of memory to see aesthetic 
improvements such as the animated ref 4 linesmen and physio. Sonlcally 
a megabyte gives you the crowd singing at setpieces and goals, plus 
realistic groans from fouled players! The most important improvements 
work with 512K though. Crucially the strategic weakness of the Kick Off 
2 formations has been rectified Before, the tactical movement of the 
players only depended on the ball position. In Final Whistle it also 
depends on which team is in possession. This makes it much harder to 
bypass the defence by Just hoofing the ball down the pitch to a goal- 
hanging forward. An optional offside rule also complicates matters 
However offside in Final Whistle occurs when a player receives the ball 
with no opposing defenders in front of him — so it's impossible to play 
'through balls', 

Another useful addition is the ability to see the statistics of all the 
players in your squad (with the additional attnbute of flair ). Teams from 
future data disks can also be imported via the 'Other Squad' option In 
the skill level menu. 

On the pitch, new game controls include a nifty overhead kick 
(reverse direction when the ball s in the air) and a subtle flick (reverse 
direction with the ball trapped) Of these, the former is the most 
spectacular and useful Throw-ins have been improved with their 
strength selected by holding down fire Comer kicks have been totally 
redesigned. First you select from nine strengths, then hold down fire to 
determine the height. Before the ball is kicked you can put left/right bias 
on then use affertouch to bend it. It's a slightly trickier system, but 
you do gel much more control with practice. 

Other additions include a new Team' mode with one player always 
being nearest the ball while the other plays in position (even the 
goalie!). There are also two new kits (checked/different coloured trim) 
and four new pitches to load: bumpy (ball bounces unpredictably) 
muddy (brown and very sticky), icy (light blue and slippery) and 
Wembley (a slight vanation on the normal pitch — disappointing). 

So ibe 90 minutes are up, what's the final score? Well, £12.99 may 
seem a high transfer fee but it's justified by the sheer amount of extra 
features. You need a megabyte to get all the aesthetic improvements 
but H's the subtly different way the game plays that really makes Final 
Whistle worthwhile, the improved tactics and controls making for more 
skilful and exerting matches. Heartily recommended 

KICK OFF 2 CART 

There's also good news for C64 footy fans: Anco are working on a 
cartridge version of Kick Off 2. They claim it will be completely different 
from the cassette/disk version, fully utilising the power of the cartridge. 
We await its Easter release with bated breath 




KONAM- 

MIRRDRSOFT 

MUTATION 



After dominating Xmas sales with 
its Konami licence Teenage 



Mutant Hero Turtles, Mirrorsoft 
have won exclusive rights to 
future Konami titles. Given 
Mirrorsoft* s previous commitment 
lo high-quality, original 16-bit 
titles and the occasional film 
licence it's a dramatic departure 
for the London-based firm- 
Hopefully these future titles will 
give Mirrorsoft the option to 



UPDATE 

Although the C64GS had a 
disappointing debut, selling a 
modest 20,000, overall 
Commodore claimed its most 
successful Christmas ever with 
150.000 C64ssold (out of 
250,000 for the year). The Amiga 
also performed impressively with 
140,000 being shipped to 
retailers in the last three months 
of 1990 (200.000 A500s for the 
year) National sales manager 
Kelly Sumner claimed 'demand 
outstripped supply yet again 1 and 
for 1991 expected sales of the 
C64 and console variant to 
'better 200,000 units*. To help 
with the latter the dealer margins 
on the GS appear to have been 
altered with Dixons dropping its 
price to E80 In the January sales. 
A more dramatic price drop 
affects the CDTV, the CD ROM 
Amiga dropping £100 to £600 for 
a mid-March release (hopefully). 
For existing Amiga owners a 
CD690 CD drive has been 
unveiled which upgrades Amigas 
with a megabyte of memory to 
CDTV standard. 



XMAS 
COCK-UPS 




convert from scratch, rather than 
using chronic foreign code which 
doomed Turtles to mediocrity 

The Japanese coin-op makers 
achieved huge success in the 
mid-Eighties with its ground- 
breaking Nemesis game, and 
followed up with a string of 
successes such as Combat 
School, Green Beret and 
Hypersports which were 
converted by Ocean for its 
prestigious Imagine label. More 
recently Konami achieved 
massive sales with the Turtles 
coin-op, an excellent game which 
oddly wasn't used for the 
Nintendo conversion (the basis 
for Mirrorsoft's home computer 
Turtles) Another recent hit was 
Aliens (a movie which has 
already inspired two independent 
hqme computer versions by 
Activision and Electric Dreams) 
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POSTERS £3.99 

Colossal Al size posters, feahjring the best of Oliver Frey's 
ortworlcl Red Moon, Zombies of the Night, Kepler of Mars, 
Metro Force 1 . 



ZZAP! CAP £3.99 
T.G.M. CAP £1.99 



CORISH'S COMPUTIR GAMES GUIDE 



CORISH'S COHWII •AMU •VIM is the most 

eorrsprenocuivo playing lips book iw produced! Featuring over 9000 
Hps, it covers backdoor cod** left by programmer), cheats and tips to 
get past opponent*, shows hew to skip levels, gives pokes for infinah? 
lives and many o*wr options! Owh for Sptdrvm C64, Amstrod CPC, 
Atari ST, Amiga, PC and al popular coruoUil Includes aver 175 
solutions for the top ud vnfc Mw and orcocU odvwiture! 
ffwclal prlc* tfbr f 1 m mlm 9 «f £3.001 



snoopy 
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The following consoles are available at £5 off 
recommended retail price. This is an amazing bargain 
you just can't miss out on! 



atari LYNX 

incl. console, California Gomes & Vtdeolink 



NINTf NDO OAMIBOT 

ind. console, earphones, videofink. Tetris 



BRP D£Al 
179.99 174.99 



pock, batteries 69.99 
pock 79.99 



N I NTS N DO COKTIOl DICK 

ind. control deck, 2 controlen, Super Morio Bros 



NINTINDO MUTANT MACMINI 

incl. control deck, 2 corstralen. Teenage Mutant Hera Turtles 
pome pock, potter 

SIOA MASTS R SYSTIM 

ind console, 2 joypods I, Super tang On 

SIOA MAS Tit STSTSM PLUS 

incl. 2 joypods, tight phase*. Super Hong On 4 So 



64.99 



74.99 



SIOA SUP1R STSTIM 

ind. console, 1 foypod, fight 
Super Hang On & Miuea 



.30 



79.99 74.99 



79.95 74.95 



99.99 94.99 



129.99 124.99 



SIOA MIOA MUVI (14 Wf) 

ind. console 2 joypods , Akered Most 

The following GAMEMATE 
(all at £14.99): 

C1011 MONEY MAZE 

C1004 MIGHTY TANK 

C1006 MINI-GOLF 

C1003 TENNIS 

C1005 BRICK BLASTER 



189.99 184.99 

cards are available 



C1007 GALAXY INVADERS 

C1021 MYTH OF ASAMIA 

C1014 TIME WARRIOR 

C10O9 TORNADO 

C1012 BASEBALL 



'RICES INCLUDE POSTAGE, PACKING AND VAT. NO HIDDEN EXTRAS 

Please note — all offers on this page are while stocks lost, order now as our policy is first come first serve! 

~ HOTLINE 9 to 5 pm 0584 875851 g 




ZZAP! 
STICKS 

DYNAMICS COMPETITION 
PRO 5000 (NORMAL) 

Features arcade quality 
micraswitehes, dual fire buttons, 
robust sleet shaft and rubber return 
for smooth control. 
OFFER £13.50 




DYNAMICS COMPETITION 
PRO 5000 (CLEAR) 

Same as PRO 5000 NORMAL, but 
with see -thru body, 

OFFER £13.99 

DYNAMICS COMPETITION 
PRO EXTRA 

Features rapid fire, unique slow 
motion and see*thru body. 
OFFER £14.99 

POWER PLAY CRYSTAL 
STANDARD 

Clear joystick with red (ire buttons 
and pistol grip handw, 
OFFER £14.99 

POWERPLAY CRYSTAL TURBO 

Same as CRYSTAL STANDARD, but 
includes last Autohre action. 

OFFER £16.99 
POWERPLAY CRUISER BLACK 

With dual lood (or spectrum 
48K/1 28K/FWPLus2/Plus3. 
OFFER £9.99 

POWERPLAY CRUISER CLEAR 
AUTOFIRE 

5imply by holding down either ot 
the tire buttons engoges Autohre. 
OFFER £12.99 



THE ZZAP! 
HOT SIX 



TURRICAN II 

(Rainbow Arts) 

CM 

£7.99/£l 1.99 

SAVE £2.O0/£3.O0! 

Amiga 

£19.99 

SAVE £5.00! 
SUPER MONACO GP 

(US Cold) 

CM 

£8.99/£ 12.99 

SAVE E2.0O/E3.O0I 

Amiga 

£19.99 

SAVE £5.00! 
LAST NINJA III 
(System 3) 

C64 Corr 

£21.99 
SAVE £3.00 
ELVIRA, MISTRESS 
OF THE DARK 

(Accolade) 

Amiga |lM*g| 

£19.99 

SAVE £5.001 

SPEEDBALL 2 

(ImogowoHks/Mlrrorsofff) 

Amigo 

£ 1 9.99 

SAVE £5.001 

WELLTRIS 

(Infogrome.) 

CM 

.99/£ 12.99 

SAVE £2.00/£3.00l 

Am*go 

£19.99 

SAVE £5.001 



SOFTWARE 
MEGADEAL 

If you wish to order ony cassette 
or disk (hat is currently available 
pleas* use the following Special 
Offer discount table to calculate 



your Offer price osi 


ng the 


reccommended retail price os 


quoted on 


rfie software 


houses [ 


adverts 






BRP 


OFFEfiS 


SAVE 


4.99 


3.99 


1.00 


7.99 


6M 


1.55 


8.99 


7.24 


1.75 


9.99 


7.99 


2.00 


10.99 


8.99 


2.00 


11.99 


9.99 


2.00 


12.95 


10.40 


2.55 


12.99 


10.44 


2.55 


14.95 


11.95 


3.00 


14.99 


11.99 


3.00 


15.99 


12.99 


3.00 


19.95 


15.95 


4.00 


19.99 


15.99 


4.00 


24.95 


19 95 


5.00 


29.95 


2395 


6.00 


34.95 


27.95 


7.00 


CARTRIDGE SAVINGS 


RRP 


OFFERS 


SAVE 


19.99 


17.99 


2.00 


24.95 


21.95 


3 00 



GAMES! 

Furthermore, order any three 
£2.99 games and we will give 
u one £2*99 game absolutely 

DISCOUNT HOTLINE 

Please phone 0584 875851 now 
between 9 and 5pm and ask for 
Discount hotline and we will give 
you availability and release dates 
for your software order. 



BACK 
ISSUES 

LIMITED NUMBERS 
AVAILABLE! 

The following limited stock 
standard issues are available for 
o measfy £1 .95 each 

5, 8, 12 to 25, 27, 28, 30 to 41, 
46 to 49,51 to 60, 64 

The following MEGATAPE issues 
ore at a premium and going like 
hot cakes! They are available at 
a mere pittance for £2.45 each. 

26,42, 43, 44, 45, 50,61,62, 
63, 65, 66, 67, 68, 69, 70 




HOW TO ORDER 

Please fill in (he coupon below and remember, if you are ordering 
software make sure you have specified which computer it is intended 
and whether you require cassette, disk or cartridge format Similarly 
don't forget to indicate garment size for clothing. Alternatively phone 
our hothne ordering service between 2 and 4 pm for fast effective 
service (credit card payment only). Prices valid for UK/Eire/Europe only. 
For Overseas orders please add €2 00 per item for Air Moil delivery. 



ZZAP! MAIL ORDER ISSUE 71 



Name 


Description 




Format/Size 


Price 


Address 








































Post code 










TpI nn 












Method of paymenl (please circle) Access I Visa I Cheque I PO 


TOTAL ORDER 





Credit Card No 



Expiry Date 



Please malce cheques and postal orders payable fo ZZAP) ltd. 



SEND THIS FORM TO: 

ZZAP! Mail Order, PO Box 1 0, 

Ludlow, Shropshire, SY8 1JW 





SUBSCRIPTIONS! 



UK MAINLAND 
OUTSIDE UK 
OUTSIDE EUROPE 



For just £23 and get a FREE GAME or JOYSTICK! 

Roll up, roll up for mis incredible offer. For just 23 quid, you get a 
year's subscription to ZZAP!, PLUS and ifs a BIG PLUS... 

• It's the offer of a lifetime, ladies and 
gentlemen, the stuff dreams are made of, the 
cream in a cream doughnut, the perforations 
in a tea bag, the lead in your pencil. So fill 
your boots up today and subscribe to ZZAP!. 
these people already have... 

'ZZAPI's the way I like it!' — KP and the 
Punshine Band 

'I think ZZAPI's the best magazine ever in the 
entire universe. And ifs got me in it too!' — 
Phil King 

'Damn fine magazine' — Special Agent 
Couper 

'It's dead good fun!' — Laura Parma 
'Diane!' — Frank Botcher 



£38 



*FrM gift off.r onry appIL* for UK residents, 
ripffiens outclcU UK or. poilad air mall! 



All 



■ubsci 



m 



H3 ^ 




either a 
FREE £9.99 game off 
YOUR choice 

or a 

Black or clear 
Powerplay 1 
Cruiser joystick. 



ID 

Tans. 



T sun 






■I CANS! 

ZZAP1 has gol its wery own subscription and back issues sales office in 
Ontario, Canada. Jusl phone your order through to Barry Hatcher of British 
Magazine Distributors Ltd. on tel. 519 4211285 (or fox him on 519 
421 1873) • Visa accepted. Alternatively send your enquiries to British 
Magazine Distributors Ltd.. 598 Durham Crescent, Unit 14, Woodstock, 
Ontario N4S 5X3, Canada. 

Yearly subscripnon rotes US $65, Canada CAN $75. Back issues US S5.45 
Canada CAN $6.45 (inclusive of postage). 




• By the way, here's what just a few of ZZAPI's 
many celebrity readers have lo say about their 
fave mag (ZZAP!, silly!)... 

'Nice to read ZZAP!, to read ZZAP! nice!' — 
Bruce Forsythia 

'I prefer it to a cup of tea!' — Boyo George 
'I can't get enough of it.' — Pamella Bordello 
'ZZAPI's the way to do it! — Mr Punch 
'I wouldn't drink anything else.' — Oliver Ride 
'Burp!' — Clyde Radcliffe 



SALE 


| SALE 


C64 CASSETTESl 


|C64 cassettes! 



SALE 




NOW TAKEN v/S>4 



CASTLE SOFTWARE 
2 WILLIAM 
CLOWES STREET 
BURSLEM 
STOKE ON TRENT 
ST6 3AP 
TEL: 0782 575043 



TURRICAN2 
CREATURES 


7.99 
Z.99 


AFTERBURNER 


HUNT RED OCTOBER 


7.99 




SHADOW BEAST (CART) 21.99 


MYfi 


LAST NINJA 3 (CART) 


21.99 


LA* T T 


VENDETTA (CART) 


21.99 




NINJA REMIX (CART) 


21.99 


Of WOLF 
C2.99 


NIGHT SHIFT 


1.99 


CYIERBALL (CAST) 
UN SQUADRON 
BACK TO FUTURE 3 


17.99 
•.99 
1.99 




WARRIORS 

OM 




EDO THE DUCK 
ESWAT 


7.99 
• ■SO 


IKARI 
EUt 


MUIANI ntKU lUKILti 




GOLDEN AXE 


8.99 


BLOOD MONEY 


DAN DARE) 


7.99 


£3.99 


MONTY PYTHON 


7.99 




DOUBU DRAGON 


2.99 


GRAND MONSTER SLAM 


LAST NINJA 


2.99 


C3.99 


WEC Li MANS 


2.99 




f LIMBOS QUEST 


7.99 


KICK OFF 

am 


MIDNIGHT RESISTANCE 


7.99 


RAINBOW ISLANDS 


7.99 




KLAX 

a.99 


SHADOW WARRIORS 
RICK DANGEROUS 2 


7.99 
7.99 



CHASE HQ 2 (CART) 17.99 

PANG (CART) 17.99 

NARC (CART) 17.99 

EMPIRE STRIKES BACK 2.99 

STAR WARS 2.99 

RETURN OF JEDI 2.99 

SNOW STRIKE 1.50 

LINE OF FIRE (.50 

STRIDER 2 8.50 

TOTAl RECALL B.50 

SPIDERMAN 7.99 
SUPER OFF ROAD RACER 8. W 

GREMLINS 2 I.S0 

tOTUS ESPRIT 7.S0 

SUMMER CAMP 7.S0 

KICK OFF 2 SPEC 7.99 
INTERNATIONAL 9 TENNIS 7.99 

WONDER I0Y 2.99 
FERRARI FORMULA ONE 2.99 

WIERD DREAMS 3.99 

SALAMANDER 2.99 

SKATE OR DIE 2.99 

BLUE ANGELS 2.99 

■UN THE GUANTIFT 2.99 

GHOSTS N GOBLINS 2.99 



SALE 



RAMPAGE 

C2.99 



RASTAN 
C2.99 



TARGET RENEGADE 
C2.99 



MENAG 

£2.99 



CAPTAIN Fill 
C2.99 



WClfADERBOARD 

a.99 



OUEDEX 
£2.99 



BUGGY BOY 

£2.99 



SALE 



SALE 



C64 CASSETTESl 


IC64 CASSETTES 


PLATOON 


2.99 


TOP GUN 


2.99 


MATCH DAY 2 


2.99 


VEX EN 


2.99 


MR HE LI 


3.99 


URIDHJM 


2.99 


NODES Of YESOD 


2.99 


VENDETTA 


4.99 


music con xrr 


4.99 


C YTA6ER FLIGHT SIM 


2.99 


MOTOR MASSACRE 


2.99 


GALACTIC GAMES 


199 


LORDS OF CHAOS 


3.99 


TRANTOR 


199 


GILBERT 


2.99 


GUANTLET 


199 


GREEN BERET 


2.99 


WORLD GAMES 


199 


GAME OVER 7 


199 


STREET FIGHTER 


199 


GREAT ESCAPE 


2.99 


SPY HUNTER 


2.99 


HIGH NOON 


2.99 


CRAZY CARS 


2.99 


IK* 


2.99 


LEADER BOARD 


2.99 


SCRAMBLE SPIRITS 


2.99 


BIGG LB 


199 


SUPER CYCU 


2.99 


BEDLAM 


199 


720 


2.99 


SHADOW OF MO R DOR 


2.99 


PITST0P2 


2.99 


BATMAN CAP ED 


199 


HARDBALL 


2.99 


THE DUP 


199 


FOOTBALLER OF THE YEAR 2.99 


BARBARIAN 


199 


SNARE 


2.99 


ENDURO RACER 


199 


TUSKER 


2.99 


DYNASTY WARS 


3.99 


SUPER HANG ON 


2.99 


FROST BYTE 


2.99 


SANXION 


2.99 


DOMINATOR 


2.99 


XOUT 


2.99 


DARK FUSION 


2.99 


TIME SCANNER 


2.99 


CHAMBERS OF SHAOLIN 3.99 



ALL ORDERS SENT 1ST CLASS POST. P&P UNDER £5 IS 75p, OVER £5 ISFREE. 
FAULTY GOODS REPLACED WITHOUT QUESTION STOCK ITEMS DESPATCHED BYRETURN. 



SALE 



SALE 



SALE 



SALE 



SALE 



C64 CASSETTESl I C64 CASSETTES ■ C64 CASSETTES 



DIZZY COLLECTION 

Diiiy, Fast Food, 
fontcsy World Diiiy, 
Troawro I da ad 
Diny.Mogidand Buy. 

THE LOT FOR ONLY 

£9.99 



MAG 7 

Hood ovor book, Cobra, 
Short Graft, Franklo, 
Aritoioid,Wliball, Groat. 
Esupo. 

HOW OHIY £4.99 



wicked giant 
games pack 

so classic games 
for your c64 now 

only £9.99 



EDUCATIONAL 


KNIGHTMARE 


3.99 


CARTRIDGE 


KARNOV 


2.99 




BANGKOK NIGHTS 


3.99 


AGE RANGE M 2 YEARS 


DARXSIDE 


3.99 


SEA SPELLER 


SPORTS PACK 


3.99 


(LANGUAGE SPELLING} 


3 STOOGES 


3.99 


imniHG VAIUL- 


LAST NINJA 


3.99 


SEA SPELLER FOCUSES 






ON HOW LETTER AND 


SUPER HANG ON 


3.99 


LETTER COMBINATIONS 


NORD AND BUST 


3.99 


ARE USED IN SPELLING. 






THE WORDS HAVE BEEN 


SORCEROR 


3.99 


CAREFULLY CHOSEN TO 


SLA STALKER 


3.99 


HELP CHILDREN 






RECOGNISE COMMON 


STAR CROSS 


3.99 


SPELLING PATTERNS 


MOON MIST 


3.99 


AND RULES. 








IORDCR20NE 


3.99 


RRP £19.99 


STATION (All 


3.99 


NOW ON OFFER 


HOL.YWOOD HUINX 


3.99 


£9.99 


Lli F.XING HORROR 


3.99 


ON CARTRIDGE 


SHERLOCK 


3.99 


IE QUICK FOR THESE 


ZORKI 


3.99 


WON'T LAST IONG 


ZORK 11 


3.99 




ZORKIII 


3.99 



Please send me the following titles ZZ 03 



Tiltle 



Cass or Disk 







Amount 


















































P & P (if applicable) 

Total Amount 
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Address 
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4 * 





USE YOUR 
VOICE TO 
LOCATE THE 
TREASURE 



0898 313* 586 



Modal PQ Box 36 LSI 4TN Col Charges 33P Per mr Cheep Rote 44P oH other times I 



SILVER WING SOFTWARE 

FOR CBM 64 PUBLIC DOMAIN 

We have the best and latest quality demos, utilities and 
games available on Tape or Disk, at only £2.00 each. 

INLCUDES:- 

★ Pop Demos ★ Graphics/Animation 

★ Music Demos ★ Demo makers 

★ Digi-pics and music * Graphic Editors 

+ many more 

Send SAE to: SILVER WING SOFTWARE 

185 Callfcwbrook Lane, Rubery, Birmingham B45 9TG 

For new catalogue 

Most orders dispatched within 48 hours 



MAKE YOURSELF 
KNOWN! 

Do you run a *op or ikan whicn Wit compute game* or an ptomhc to cpen n 
Am? fa be included n tm COMPlfTE COMPUTER ENTBTTANMENT GUiOt'i store 
fating jusi fiAin the printed coupon and wnd H to THE COMPUTE COMPUTER 
ENTERTAINMENT GUIDE, NEWSREID, lUDtQW, SHtOPSHIRE SYS WW. 

THE COMPLETE COMPUTER ENTERTAINMENT STORE DIRECTORY 

Skop Hqim M».t n w .M i 
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Telephone Number 
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COMMODORE SUPPLIES 



C64 Power Supply £24.99 

C1 28 Power Supply £39.99 

+4 Power Supply £29.99 

C16 Power Supply £14.99 

C2N Datacorder £24.99 

C64 Reset Cartridge £24.99 

64 Slimline Case £11.99 



C64 Parallel Converter £19.99 

C64 Serial Cable £ 5.99 

C-12 Blank Tapes <x40) £ 9.99 

Mini Office II (Cass) tl6.99 

Mini Office II (Disk) £19.99 

64 Instruction Manual £9.99 

64ScartLead £12.99 



C64. 
Repair 



- Only £22.50 

Including Insurance, p&p etc send machine only. 




To order send cheque/PO to 
Omnidale Supplies, 23 Curzon Street, Derby, DE1 2ES. 
Tel 0332 291219 
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I Nowadays joysticks are as 
fashion conscious as Julian 
) J Clary, with a new range 
f\ coming out every six months 
it not more often. But underneath 
all those glamorous curves is 
mere actually a righteous set of 
micros witches? (s the stick all 
show, or is it the ideal mate for 
your computer? To find out we put 
the sticks through four gruelling 
tests. 



1. Venom Wing (Thalamus). This 
simplistic Amiga blast- 'em-up is 
ideal for testing the speed and 
precision of the stick. 

2. Creatures (Thalamus). Lots of 
diagonal leaping about, and 
intelligent control system. 

3. Combat School (Hit Squad). A 
veteran joystick-waggler which is 
the ZZAP! favourite of this type of 
game and perfect for demolishing 
sticks. 

4- The Window Drop. Not a 

game, simply vandalism. 
Joysticks are tossed out the first 
door window to fall on a hard 
gravelly floor. 



(Chiickfoy, £23.95) 



This has to be the ultimate in 
design overkill with a transparent 
base to show off four gleaming 
shock absorbers! Are they really 
necessary? More usefully the 
tinted plastic allows you to see all 
the movement microswitches in 
action, plus the connection wires. 

Probably to keep this design 
clean there are no base fire 
buttons, merely trigger and 
thumb switches. The latter has a 
permanent autofire: if you hold 
down fire a constant stream of 
bullets should emerge. Quite a 
few joysticks use this, but it can 
be a problem when you can't turn 
it off. Games such as Creatures, 
which require the fire button be 
held down for special actions, 
become confused by the autofire 
and unplayable. Fortunately then, 
the Topstar's trigger button 
doesn't have autofire, giving you 
almost the best of both worlds (a 
simple autofire on/off switch with 

variable speed control would've 
hPRn hest of alt). 

•e's also a small switch for 

lotion. Unfortunately this 

t work as one might 



expect. On Kick Off 2 it reduced 
my player to a snail's pace while 
everything else whizzed around 
at normal speed. A bit pointless, 
methinks. 

1 . The microswitches are 
surprisingly responsive; the 
lightest movement of the 
handgrip is effective. However 
the joystick doesn't stop when 
contact is made, but moves quite 
a bit further than necessary, 
resulting in a loose feel. Positive 
factors such as the reassuring 
click of the microswitches and a 
relatively speedy autofire can't 
really compensate. 

2. Initially Creafures was a little 
tough, but after a few goes I got 
the hang of the responsiveness 
— and the tendency to slip into 
diagonals — so I could get quite 
far. The looseness meant I 
wasn't all that comfortable with it 
in really tight situations, but it 
wasn't too bad Also the four 
sucker feet helped keep it solidly 
anchored to the desk. 

3. Arrgh! The long travel makes 
this a nightmare for getting up 
any kind of speed! And while the 
base looks solidly durable, the 
plastic grip around the metal 
shaft could be twisted through 
almost 90 degrees. Worrying. 

4. Ka-bang! The weight of the 
joystick led to the plastic bottom 
breaking away from the rest of 
the base. Unlikely to happen 
falling off your desk, but the 
weight means it's not as 
invulnerable as it looks. 
ZZAP! Verdict: ** All pistol- 
grip joysticks suffer from putting 
so much plastic between you and 
the microswitches at the base. 
With the Topstar. lengthy travel 
combined with high 
responsiveness makes for a 
loose feel which works against 
precision. It's a problem at this 
price, but not too bad for this type 
of joystick. 





(Quickshot/Bondwell, £34.99) 

• Infra-red seems to be the 
coming thing, with the CDTV 
having all its controls from 
joystick to keyboard designed for 
IR. The Starfighter is the latest, 
and possibly the slickest remote 
joystick system coming with two 
controllers. The way it works is 
that you perch the IR receiver on 
top of your computer and plug it 
in via two standard joystick 
cables. It draws all its power from 
the computer, so no need for 
batteries here. The two 
controllers are a different matter, 
however — to transmit the IR 
control signals these require 4 
AAA batteries each (approx. £6 
for 8). 

The controllers are festooned 
with switches, but Start. Select 
and Slow Motion only work with 
the Nintendo. A second fire 
button is also for consoles, but in 
Sega mode it worked perfectly 
with Amiga Line Of Fire — 
duplicating the grenade button. 
Movement control is by a small 
joypad disc. There are two sliding 
switches: the first sets the 
controller for player 1 or 2 (giving 
plenty of opportunity for cheats to 
interfere with another player's 
go!) and the second switches the 
autofire on/off as well as turning 
power off. The whole system is 
very well finished, an attractive 
mix of matt and shiny plastic with 
colourful switches. 

1 . Joypad discs are rarely good 
at this sort of game, but the 
Starfighter is particularly bad. 
being too small and slipping into 
diagonals much too easily. 

2. Really bad, the diagonals 
problem means leaping up to 
take out some baddies is 
invariably risky as you might end 

tin c I inn inn intn i Intk-il f=-~ 

uu cupping inio a ieinai Torwaro 



leap 

3. Tiny joypad strikes again, too 
small to be able to get a good 
rhythm on it. 

4. With batteries the controllers 
are heavy enough to make a loud 
bang on landing, which could 
loosen interior connections if you 
were clumsy enough to keep 
dropping them. The actual 
control disc should last a long 
time. 

ZZAP! Verdict: *i 

A nice looking system, with 
effective IR (if you're sure you 
need it), and reasonable value 
for money for two players. 
Unfortunately the control discs 
are unbelievably fiddly. 
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(Quickshot/Bondwell, £8,99) 



Shaped like a stubby pair of 



WO*handed 



■ 



THE 
MARCH 
COMPETITION 




THE 

COMMODORE AMIGA 

OR 

SEGA MEGADRIVE 

* 

(Plus Game of Your Choice) 

OR 

ATARI LYNX 

OR 

NINTENDO GAME BOY 



In The FANTASTIC 



DIAL-A-QUIZ 



MONTHLY Computer Competition 



Answer 4 simple computer related questions correctly and by this time NEXT MONTH 
YOU could be the Lucky Winner of one of the above Superb First Prizes in this 

months O AL-A-QUIZ Computer Competition 



e.g. QUESTION: What is a Hard Drive? 
ANSWER: 1. A driving Simulator 

2. A device for storing large amounts of data 

3. A concrete path leading up to a house 
It's THAT simple! 



And 



you can enter ALL Competitions as many times as you like. 





Amiga Hotline: 


0839-121-161 


Megadrive Hotline: 


0839-121-162 


Lynx Hotline: 


0839-121-163 


Game Boy Hotline: 


0839-121-164 



|One first prize in each competition. Winners are chosen at random from all correct 
entries received. Closing date for entries is 20th March 1991. All calls last 
approximately 4 minutes and if you are under 18 we ask you to please obtain your 
parents consent before dialling. 

Calls are charged at 33p per minute cheap rate. 44p per minute at all other times. 



DECEMBER RESULTS: 



MAX HAWKINS FROM SOUTHHAMPTON 

MARTIN READ FROM SURREY 

KEVIN LEWIS FROM PRESTON 

STUART SMITH FROM LEICESTER 



AMIGA 

MEGADRIVE 

NINTENDO 

SOFTWARE 



P. Grove. DIAL-A-QUIZ. P.O. BOX 11, SKEGNESS, LINCS. PE25 3NL 




controller is one for thumb freaks. 
Holding the grips with your 
fingers, your left thumb rests over 
a raised control disc while your 
right hovers over a fire button. 
For traditionalists a second fire 
button lies under the right index 
finger. On top of the controller 
there's an on/off switch for 
autofire, plus the standard 
Quickshot computer selector 
(Commodore or 
Atari/MSX/Amstrad CPC/Sega 
Master System (Not Megadrive)). 

1 . The joypad is exactly the 
same as on the Starfighter, but 
it's slightly raised and the way 
you hold it means it works a lot 
better. Despite the weirdo looks 
it's quite comfortable to hold and 
use, although on long games it's 
a bit tiring not being able to rest it 
anywhere. The autofire is 
reasonably rapid, but why do you 
have hold down fire after turning 
it on? 

3. Strangely enough it's quite 
good. After a bit of play all the 
directions are easily accessible. 

3. You've got to be kidding! It's 
just not designed for waggling, or 
whatever the joypad equivalent 
is. 

4. Lands with a thunk, but the 
nicely finished plastic is rugged 
enough and. as with most 
joypads. is likely to last a long 
time. 

ZZAP! Verdict: *** Odd. 
but effective and relatively cheap 
— this is good fun. 




(Floshfire/Euromax, £9.95 Black, 
£11.49 Clear! 



• A variation on the classic 
Quickshot II this; the pistol grip 
has trigger and thumb fire 
buttons while the rounded-off. 
blocky base has four sucker feet, 
another fire button and an 
autofire on/off. Inside there's a 
leaf-switch set-up. 

1 . It's a bit loose and not 
particularly precise, but it's quite 
fast with an okay feel, while the 
autofire is reasonably rapid. The 
base fire button is overly stiff, 
however. 

3. Not perfect, but again 
reasonable. The grip is a bit odd. 
though, lacking an indent for the 
thumb and so a touch 



uncomfortable. 

3. Surprisingly rapid, allowing a 
good burst of speed to be 
developed. 

4. Bounces right back up again! 
Tough plastic for both versions 
means this will take some 
breaking, although as with all 
leaf-switches lengthy use may 
bend leaves out of shape. Also 
the 9-pin plug is flimsy and could 
break if you keep yanking it out 
of your computer. 

ZZAP! Verdict: *** and 
Not a bad stick, but there's a lot 
of similar sticks around for less. 



(Quickshot/Bondwell, £6.99) 




• Quickshot continue to set the 
standard for good looks. For a 
mere £7 the Apache has a real 
"90s feel, with sleek moulding 
and an attractive Stealth-like 
black finish, plus two red fire 
buttons. In fact the stick is too 
smooth, as there's no notches on 
the stick to provide good grip But 
for the price you can't argue. 

I . For Venom Wing you need 
lots of bullets fast and the main 
fire button is very lacklustre, with 
no click, indeed no response to 
suggest firing. The top round 
button proves a poor alternative 
due its small size and being 
similarly mushy. The directions 
ate also a little vague and silent, 
being leaf-switch, but it's quick to 
respond and not bad. 
3. Precision is vital in Creatures 
and the joystick is relatively 
loose, so centring isn't so good 
and there's little to stop the 
joystick slipping into the 
diagonals — fatal with this type 
of game. There's a slight 
tendency to overrespond to 
prolonged movements 
(especially jumping) but 
otherwise it's okay. 

3. The Apache 1 is deceptive: a 
soft feel to movement and 
suggests limited durability. But a 
few games proved otherwise with 
short, sturdy travel allowing good 
speed to be built up. The casting 
of the grip and its base 
connection proved solid enough 
to make for a stick that'll last. 

4. Clunkl Seems solid enough 
and the matt finish doesn't show 
scratches. 

ZZAP! Verdict! *** Nice 
design with dull sensation of 
movement but it's a quick 
responder and durable. 



(Floshfire/Euromax, £6.95) 

• An original name for what is a 
standard base with fairly original 
grip design, 'lovingly' titled 
Stumpy by us. The surprisingly 
short grip is ill-matched to its 
normal-sized base and with one 
fire button it's short on extras 
(just about acceptable given its 
price). 

1 • The sparsity of fire buttons 
suggests the Bep Bop wasn't 
designed with shoot- em-ups in 
mind. One small left-side fire 
button is all you get. the button 
being far too stiff to build up any 
decent fire speed, proving 
uncomfortable and very tiring to 
use. 

3. The Bep Bop is quick to 
centre and the length of travel is 
about right for a normal stick. 
Unfortunately the Bep Bop 
doesn't exactly have a normal- 
sized grip and the travel is just 
too far. the stick being pushed 
nght to the corners and held 
there to make Clyde do anything 
like a normal jump. This leads to 
a vagueness and overemphasis 
on moves that makes playing 
Creatures a difficult process. 

3. What it lacks in positive 
response and precise movement 
it makes up for when it comes to 
bashing it around in all directions. 
Record times in Combat School 
were scored with this one! The 
stick took its punishment 
admirably and loosened up 
considerably with use. 

4. The plastic lacks the smooth 
finish of other sticks, but it's 
certainly rugged enough to 
absorb this fall. But the 9-pin plug 
to go into the computer is on the 
flimsy side. 

ZZAP! Verdict — ** A cut- 
price stick offering cut-price 
performance. 




PYTHON 

(Guickshot/Borxfwell £9.99) 

• Yet another pistol grip-style 
stick but at least it looks good 



with its two fire buttons under 
thumb and index finger and its 
nicely moulded grip. Handheld 
operation is possible, but it tends 
to cause hand cramp after a 
while. Like the Maverick this stick 
is blessed with four base suckers 
for tabletop use, but for some 
reason it isn't quite as stable 
The obligatory autofire facility is 
present, and the switch is 
thoughtfully placed under the 
player's thumb. However leaf- 
switches rather than 
microswitches are used all round. 

I . The shaft has a short travel 
but is fairly loose, thus making 
diagonal movements a mite 
difficult. The autofire works okay, 
although gunfire is in short bursts 
rather than a steady stream. 
3. Due to the difficulty in 
obtaining diagonals the Python 
loses ground slightly on 
Creatures. Also, the fire buttons 
aren't quite as responsive as one 
would like. But the short length of 
travel again makes up for these 
slight moans. 

3. The Python stood up to the 
waggle test well, but there are 
long-term doubts as to durability. 
The loose handle doesn't lend 
confidence 

4. At least there was no visible 
damage when the Python hit the 
ground and performance seemed 
unaffected on subsequent 
testing 

ZZAP! Verdict *** Despite 
the slight control niggles, ten quid 
isn't too high a price to pay, and 
the Python is certainly worthy of 
consideration. 



MAVERICK 

(Quickshot/Bondwell £14.99) 



• The Maverick is a chunky 
beast with a large rectangular 
body, two fire buttons and a large 
red topped stick. Of course with 
its bulk it can't be held in the 
hand, but four large suckers will 
secure the joystick firmly to any 
flat surface The bright red fire 
buttons and ball handle are 
certainly eyecatching, and one 
interesting feature is the ability 
for two players to use the same 
joystick. This is made possible 
with two connector leads and a 
bright blue button to switch 
between the two players, but this 
isn't much use in a simultaneous 
two-player game! Like a couple 
of the other sticks reviewed in 
this round-up the Maverick has a 
slow motion switch, but this is for 
Nintendo only. 

1 - The length of stick travel is 
short, so fast, precise moves are 
possible and diagonals are just 
as easily obtained The fire 
buttons are large enough to 
whack in a panic situation and 
respond with a solid click. The 
autofire also works pretty well. 
3. As before, the short stick 
travel allows Clyde deft diagonal 
ramblings. Throughout the game 
our furry hero needs to move fast 
and the Maverick delivers the 
goods. 



3. The Maverick is as tough as it 
looks. After many hours of 
punishment this contender looks 
(and sounds) as good as it did 
when first taken out of its 
packaging. It'll be a contest to 
see which you can bust first, the 
Maverick or your arm. 

4, When dropped from the 
window the Maverick fell on our 



with software not written for it. 
Currently that seems limited to 
some cartridge software (most 
System 3 games (for picking up 
usually), plus SCI (turbo), Rooo 
// Gump)) but hopefully even tape 
and disk games may support 
two-fire-button sticks eventually 
Four sucker feet provide a bit of 
desktop stability, while the base 






beloved Production Director's 
Cavalier SRi and dented the roof 
(oops!) Needless to say, the 
Maverick survived the fall very 
well. 

ZZAP! Verdict: **** The 

Mavenck is a great all rounder 
that looks good and performs 
well. At fifteen quid the Maverick 
is good value for money. 



i 



V 




Only available with C64GS (one 
included free) or in a special 
£29.99 pack which includes one 
stick and the four-game GS 
cartridge — Klax, Fiendish 
Freddy, International Soccer and 
Flimbo's 



• This cream-coloured stick with 
red trim is a combination of two 
joysticks: the grip is from the 
Cheetah 125 while the compact 
base comes from Cheetah's 
Exterminator stick. The standard 
fire-button action comes from the 
trigger and thumb buttons, while 
the single base button acts as 
the secondary fire action. As a 
sticker points out, the rewired 
base button obviously won't work 



is small enough for comfortable 
handheld play rf your hands are 
adult-size. 

1 . A short travel and good 
directional control make this 
pretty effective. The fire buttons 
have a good feel, although 
unfortunately the one best suited 
for building up rapid fire is the 
base button, which is the 
secondary button most likely 
used for selecting, not firing 
weapons. An autofire would've 
been useful as well, but that's 
probably asking a bit much of a 
low-cost stick. 

2. With this type of stick a 
certain soggy looseness is 
inevitable. However, the 
Annihilator performs better than 
expected: all the directions were 
easily accessible and it could be 
trusted in all but the tightest of 
situations. 

3. Despite the size of the 
handle, there's quite a short 
travel which makes building up 
speed fairly easy. The leaf- 
switches won't last as long as 
microswitches but it's good for 
this type of joystick. 

4- Hardly a scratch. The plastic 
is tough and the stick lightweight 
enough to mean the only thing 
likely to break are the leaf- 
switches, eventually. 
ZZAP! Vardlct: * * * A 
surprisingly good low-cost stick. 



• If you've got SCI or RoboCop 
you'll know these carts give an 
option for a GS joystick. This is 
basically a standard joystick 
wired up for a second fire button. 
The Cheetah Annihilator supplied 
with the GS is available 



yy 



B1 



cart for £29.99. But what about 
other sticks? As the Annihilator is 
solely available through 
Commodore, makers Cheetah 
are considering producing 
another version to sell 
themselves. Quickjoy's Richard 
Sekula is in a similarly thoughtful 
mood: rewiring a stick for the GS 
could be done 'very quickly' but 
first he's waiting to see what the 
demand is. Euromax's Richard 
Parsons was more positive. 
Although initially unaware of the 
GS's twin fire buttons, a couple of 
hours after speaking with us he 
promised a GS Flashfire would 
be in the shops very shortly with 
two fire buttons! That's fast 
action, and the stick will, of 
course, work with both GSes and 
C64s. 



(Powerplay £12.99 Black or 
Clear Autofire) 



***** — Probably ttre best 
all-round stick with a unique 
design: two large fire buttons 
inset into a large rounded base, 
and an easy-to-grip ball-type 
handle which has three 'stiffness* 
settings. It's very comfortable to 
use, extremely durable, and the 
microswitches make it ultra- 
responsive. The only slight flaw is 
thai the Clear version is the only 
one with autofire, and this is 
activated by simply holding down 
fire. It can't be turned off so 
there's problems with games 
such as Creatures 

COMPETITION 



(Dynamks, £14.95) 



— The classic joystick 
design with two large fire buttons 
on the boxy base and ball-type 
handle. The directions are 
microswitched but unfortunately 
the fire buttons use less 
responsive leaf switches — the 
only flaw in an otherwise 
excellent stick. 



**** _ as with the Pro, this 
has two large fire buttons on the 
base and a ball-type grip. It 
comes with four suckers for 
tabletop adhesion, but is small 
enough to be held in the hand. 
Fully microswitched and in stylish 
black and yellow this is highly 
recommended. 



(Euromax, £24.95) 



standard 9000 has been restyled 
to incorporate a fire button, while 
one of the base buttons includes 
a rapidfire which is varied by 
twisting the button about and 
also turned on/off. 



(Euromax, £17.95 
£19.95 Turbo) 



**** — Another ball-type grip, 
but this time the base is 
triangular and great for holding in 
the hand. Directions are 
microswitched. but the soggy fire 
button is leaf-switch. The Turbo 
version has autofire and a Pro 
9000 grip. 




(Euromax, £22.95) 



**** — Possibly the best of 
the mega-sticks, this uses the 
familiar ball-type handle but the 
base is massive with four fire 
buttons and LEDs which light up 
when fire is pressed! More 
usefully the rapidfire rate can be 
varied or just turned off. 
Movement microswitches give a 
precise, bouncy feel, while the 
leaf-switch fire buttons take some 
hammering. Suction cups provide 
secure tabletop play. 



**** 



KMC 

(Konix, £9.99 Standard, £10.99 
Autofire) 

' ■ mm, 

**** — This one's been 
around for a few years now and 
its popularity isn't surprising. It's 
very responsive and extremely 
ergonomic, fitting comfortably 
into the palm of the hand. The 
fire button is positioned on the 
right-hand side of the rounded 
base. However, while fine for 
most games, this strange 
position can cause problems (ie 
severe hand cramp — known as 
'Konix wrist') with fast firing 
shoot-'em-ups. So Konix have 
come up with the answer: an 
autofire version. The Speedking 
is now even better than before — 
the best handheld stick around. 



TO BE NOTED 

• MICROSWITCHES are. 
obviously enough, small switches 
depressed by joystick 
movements with an audible click. 
They're generally very reliable 
and responsive. LEAF-SWITCH 
joysticks use a thin piece of 
cross-shaped metal which makes 
electrical contacts when pushed 
down by the stick. Prolonged use 
can bend the metal out of shape, 
or even snap it. 

TRAVEL is the distance the 
joystick has to travel between 
being centred and making a 
movement contact. 

All the joysticks reviewed are 
guaranteed for 12 months. 
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joysticks in the 

world! 



'STAB 



* Eigfit highry se native fcghi loucfi 

MICROSW1TCHES * UrKjue 
ergonomicaUy designed control 
nandle ■ But* m AUTO FIRE 
' Indestructible METAL SHAFT 

* »3 Selector Connector 

* Four ftf* buttons * 1 2 month 
warranty * Automate Centering 

* H»gn impact robust body 
' Heavy duty bas<* with 
strong stabilising 
suction cups " E.Q-- 
directional control 

* On table 0* in hand operation * Compatible 
with ZX Spectrum tfck + 46k t 128k (imertac* 
*0*J separately) +2. * 3. Commodore 64. Vic 20. 
C64 4 Plus 4 (adaptor sold separately) Amsrrad 
Atan. etc 





MACH X 

* Deluie. robust construction 

■ Comtonabie rugged riand-gnp. 
1 8 direcronaf control with 
automat* camenng 
" Heavy duty base with strong 
MbrUng suction cups 

* Highly itnirtive Ught touch 
MICRO SWITCH f.re buttons! 

* Ergonom*cally designed 
con if oJ handle with 
mdestnjct'ble METAL SHAFT 

Built in AUTO FIRE function 
Macn i Joystick compatible wtft 

Sine** ZX Spectrum 1 6k. 48k. 126k. +3 
(rnteriace so*d separately). * Amsirad Computers 
Commodore 64 and V»c 20 Computers 
Commodore C 16 6 plus 4 Computes (adaptor 
sold separately) ' Atan 2600 8 Atan $200 Video 
Game Systems * Atan 
Home Computers etc 

EXTERMINATOR 

■ Two uitra sensitive ire buttons 

* ErgrjAormcaty designed control 
hande * 1 2 months warranty 
' Automatic centering ■ High impact 
robust body * Heavy duly base with 
Strong stafrbsmg suction cups * Eghi 
drectional control " On tabJe or m 
hand operation * Compatible win 
ZX Spectrum 16k. 48k. i26k. 
*2. *3 <irnertace soJd separately)' 
Commodore 64, Vic 20. Amsirad. 
Atan. etc 




All speotcaions and paces subject to 
ctTjr^w 1 |hootnobcc - 

Price* include VAT, postage & packing Delivery normally U days 
E.port orders at no e*Ua cost. Dealer enquiries welcome. 
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Cheetah products available Trom brunches of 

WHSMITH* 

High St. Stores and alt good computer shops or direct trom 

Cheetah 



125 + 

* Compatible wrln ZX Spectrur 
48k 128k (interface sott separate^ 
*2 t *3. Commodore 64, VtC 20. 
C 16 + Pius 4 (adaptor io*j 
separately). Amsirad. Atari, ate 

* Four tKlremely sensitive fcre 
buttons * Uniquely styled hand] 
gnp " Autot 

* 42; 

125 SEBA version available CS 

125 Special 

* Four independantly controllable M 
buttons, each of whcfi may activate 

s own assignable functions 
' Ontre return 

* Eitra strong stabilising 
Suction cups ' Auto lire 
raoMy ' 1 2 months warranty 
' Compatible wrtn Spectrum 
16k. 48k, 128k (using dual pen 
interface}), *2. *3. Aian H 
Commodore 64. Amsirad. 
CPC range (with adaptor) etc 
' 8 direoional control 
' Uraaue rotate function 
' Ergoromcalry designed hand grip 
' Rugged long life contacts 

* Also lunctons as standard type joystck 
■ Stale computer type wnen ordenng 





PLfiY THE INTERACTIVE 

TELEPHONE GfiME. 




THINK IT OVER CREEPS!! 



»*'* Detroit the future. The copi arc on strike. The 

future of law enforcement h In the handi of one men .... or 
ii It one machine! 

fin evil new designer drug called "Make" Is destroying 
the remaining fragments of civilised life. Oniy RoboCop 
stands in the way of the ruthless drug barons and this time 
he faces a new enemy ... the Incredibly powerful 
RoboCop 2. 

In this mafor new state of the art interactive telephone 
game, based on the smash hit movie ROBOCOP 2. YOU 
become RoboCop. Using Touch Tone (the buttons on your 
phone), or Voice Recognition (you speak your commands). 



TM 



THE 



m 

PHONE 
PROGRAM 
COMPANY 



you decide where RoboCop goes and what he does as he 
tries to track down the headquarters of Cain the Nuke 
King and his evil gang. You will even have an option to 
save the game using a personolised PIN number so that 

you can carry on where you left off when you call 
back at a later date (up to 6 months later). 

You are on a patrol. Its night. Old Detroit H 
swarming with low life. Across the street you hear 
shouting. There-s a smash of glass followed by a 
burst of gunfire. 

The most deadly mission RoboCop has ever undertaken 
has begun. What happens now Is up to you I 



Carver House 
2-4 Carver Street 
Sheffield SI 4FS 



ROBOCOP 2 1990 Orion Pkturts Corporation 
fill Right* R«wrv«d 



o trademark of Orion Pktures Corporation. 

( Calls cost 33p per minute cheap rate and 44p per minute at all other timet. If you wil not be payirtq for the call, please check with who does 



BUDGET! 





© pocket money purch 



loads of 
games for 
not much 
cash! 



a s e s O 



3-D PINBALL 

• Mastertronic Plus, C64 £2.99 



Computer pinball sims 
never seem to work. 
Maybe it's because most 
of the fun of the real thing is the 
physical interaction with the table: 
knocking a real ball against real 
targets and giving the table a real 
whack on the side every now and 
then. Knocking a circle around a 
computer screen is hardly 
comparable. 

3-D Pinball tries to create 
some realism with a 3-D view of 
the table but it's still a load of old 
pinballs really. The graphics are 



* TO 
99THSS 

Trap 



okay with a fair 3-D effect but with 
just the one table layout, 
continually flipping the ball soon 
gets repetitive. In addition, there 
aren't enough features on the 
table — I wouldn't even play it if It 
was real. In fact, I enjoyed 
playing the Invade-a-load more 
than the game itself. 3-D Pinball 
is yet another flip flop. Thankfully 
programmer Stephen Walters" 
latest game, Tilt, is a lot be : tter 
and he's currently developing a 
full price game. 



an 



ELIMINATOR 

• Players, C64 £2.99 (Rerelease) 




aughty. naughty Players) 
The C64 packaging for 
this old Hewson game 
quotes Z2AP! as saying 'brilliant 
gameplay' and giving it 89%. 
Quite accurate — for the Amiga 
version — but the C64 only got 
74% and a distinctly mixed 
reception in Issue 48. 

The game is basically an all- 
out blast-'em-up. The eponymous 
eliminator craft is racing along 



with plenty of stuff designed to 
stop him reaching the end of a 
level. There's Indestructible walls 
to avoid, or leap over, bouncing 
and homing baddies, and barriers 
which can be blasted. To begin 
with, your craft is armed with a 
single shot laser but this can be 
upgraded by collecting revolving 
pyramids. Dual-fire, side-fire and 
rapid-fire cannons plus bouncing 
bombs are all available along 




YES, PRIME MINISTER 

• Mastertronic Plus, C64 £2.99 (Rerelease) 



A week in politics is a long 
time; about five days. 
That's how long you, Jim 
Hacker, have to survive as Prime 
Minister in this computerisation of 
the award-winning TV comedy 
series. 

The main screen Is your office 
interior, equipped with several 
devices (accessed by moving a 
pointer over them), most of which 
supply you with useful 
information about current political 
events. A door leads to the 
outside world where you can 
meet with Sir Humphrey (your 
Cabinet Secretary), Bernard 
(your Private Secretary) and 
various guests. In conversation, 
you get to choose multiple choice 
replies, thus making political 
decisions. Occasionally, you can 
give a more accurate response 
by using a Hackergram — a 
graph where you position a 



cursor to indicate exactly how 
you feel about a subject. Making 
the right decisions increases your 
poll rating — your aim is simply to 
survive through the five 
separately loaded days. 

Yes, Prime Minister is a real 
oldie, first reviewed in Issue 32, 
earning a mere 38%. Paul 
Sumner thought it was 'playable 
and extremely witty ( but the 
problems don't change from 
game to game.. .the "script" is 
very similar to the original TV 
series, but unfortunately the jokes 
wear thin once they've been 
endured a couple of times/ The 
original £15 price tag also 
brought harsh criticism. At three 
quid, the repetiliveness is more 
acceptable and the satirical 
humour is very amusing — at 
least for Ihe first few goes 

OVIKALL 5«% 



with vital ammo. Once collected 
you can swap between the 
weapons as the situation 
demands. It's simplistic, but 
passwords every so many levels 
lessens repetition On the Amiga 
the speed made for an 
impressive game {in those days), 
but the C64 version sadly isn't 
quite so fast. 

Kati thought the action bits 
were good fun, but there were too 
many long stretches of nothing 
much to do. Gordon agreed, 'the 
whole thing doesn't move fast 



enough to give it that extra edge' 
Maff didn't deny these problems 
but praised *a truly convincing 
feeling of movement' and gave it 
the thumbs up. Certainly the 
game still looks pretty good, fast 
with good, swooping hills, and 
attractive sprites, plus a good 
Maniacs of Noise tune. It's 
ultimately repetitive, of course, 
and the objects can be tough to 
distinguish in the distance, but 
speed freaks will like it on budget 
OVERALL 71% 



2ZAP! MARCH 1991 



5 5 




WIN THIS 720 

SKATEBOARD 

ARCADE CAME! 



0898 101961 



SPEND ON THE 

SOFTWARE OF 

YOUR CHOICE! 



0898 
101965 



WIN THIS BIKE! 



YOU COULD WIN THIS 
50cc SUZUKI JUNIOR 
MOTORBIKE IF YOU 
CALL 0898 101997 * 







WIN A 
CDHIFI 
* &£100 
OF CD'S! 



CALL 0898 101993 





5 NINTENDO 
CONSOLES 
2 BE WON! 




98 
10196 



3 




WHY NOT ADVERTISE FOR FREE IN MEGA MAIL!! 

HAVE YOU GOT TOYS YOUT) LIKE TO SWAP OR A BIKE YOUt) LIKE TO SELL? WOULD YOU LIKE A PENPAL OR TO SAY 
HELLO TO YOUR FRIENDS? WELL YOU CAN DO ALL OF THIS AND MORE WfTH MEGA MAIL SIMPLY BY FILLING OUT 
THE COUPON BELOW, AND THEN CHECKING OUT YOUR ADVERT IN THE MEGA PRIZE MAGAZINE EVERY MONTHII 



ADVERT: TOYS COMPUTERS BIKES SKATEBOARDS PENPALS HELLOS MISC 
DETAILS: FOR SALE TO SWAP WANTED MESSAGE (PLEASE TICK YOUR CHOICES) 
WORDS: 

(MAX 24 WORDS). 

NAME: ADDRESS: 

POSTCODE: PARENTS SIGNATURE (IF UNDER 18): 

SEND TO: MEGA MAIL, SANDYLANDS HOUSE, MORECAMBE, LANCS, LA3 1DG 



Calls cost 33p (cheap rale) and 44p (al all other times) per minute including VAT. Pepperoni Ltd, Sandylands House, Morecambe. LA3 1DG. 
Please ask your parents permission before you call. Average length ot the call is 5.5 minutes and we advise that you ring at cheap rate. 




Players, C64 £2.99 (Rerelease) 




Released way back in 
February 1987, Firelord \s 
perhaps most notable as 
the project which so exhausted 
Steve Crow that he gave up solo 
projects to concentrate on 
graphics. 1985 s programmer of 
the year thus teamed up with 
Mark Kelly to do Turbo Out Run 
and Golden Axe. Speccy Firelord 
itself won a Smash, but John 
Cumming's C64 conversion 
received just 68% in Issue 22. 
Richard Eddy thought it 'one of 
the most beautiful games ever to 
grace the C64\ but Paul Sumner 
and Julian Rignall were both tired 
of 'mediocre arcade adventures 1 . 

The plot is the familiar one of a 
cursed land, this time the culprit 
is an evil queen misusing the 
legendary Firestone. To lift the 
curse someone must get the four 
charms of eternal youth Sir 
Galaheart volunteers for the job ( 
which is presented in flickscreen 
fashion Each screen rapidly 
becomes filled with enemy 
knights and other villains, but 
simply being quick on the trigger 
button isn't enough. Objects. 



scattered all over the place, can 
be traded with various 
characters. To do this you enter 
houses where the screen 
changes to show a face and 
objects or services (such as vital 
information) on offer. You can 
even try stealing, but If you get 
caught trial consists of pressing 
fire as the cursor flicks between 
Innocent 1 and 'guilty*. A guilty 
verdict costs you your life. 

Firelord does have good 
backdrops, but the enemy sprites 
are all monochromatic and the 
main character is weak too. The 
Spectrum origins of the game are 
obvious, right down to the click- 
click of the knight's footsteps. It's 
basically a 500-screen maze 
game with plenty of baddies to 
shoot and objects to find. Sabre 
Wulf'm essence, but with trading 
added on. Despite the nice 
backdrops and a good intro tune, 
it looks ancient. At full price it 
would be a joke, but at £3 It 
competes with outright Spectrum 
ports such as Dizzy so it's worth 
a look for mapping fanatics. 

OVERALL 62% 
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TURBO KART RACER 

• Ptoyerc, C64 £2.99 



According to Players, kart 
racing is 'the MOST 
EXCITING MOTOR 
SPORT known to man today*, 
which is no doubt why it gets so 
much coverage on TV! But hype 
aside, there's thankfully little 
scenario. The game is basically 
an overhead-view, 
multidirectional^ scrolling race 
game with a split-screen which 
makes two-player games 
possible. Three karts take part in 
the race qualification for the next 
race resting on beating the 
computer cars. There's various 
objects littering the track which 
can be picked up: wrenches allow 
add-ons such as extra speed, 
acceleration and so on to be 
purchased. 

Karl scores high for 
presentation, with two ways of 
controlling the kart (either rotate 
and forward to accelerate, or 



RANARAMA 

• PtayvfY C64 C2.99 (Reivlcatt) 



Ahem, how embarrassing 
— magical Mervyn has 
transformed himself Into a 
toad just as his dark dungeons 
come under relentless attack 
from an army of warlocks Things 
are looking bleak, but with skill 
(and a little luck) Mervyn will 
escape the dungeons and turn 
back into a human 

Ranarama is an overhead-view 
Gauntlel-Uke maze game with 
masses of creatures being 
churned out by monster 
generators. There are eight 
dungeons Jo fight through, each 
packed with enemies, the most 
important being 12 warlocks who 
each hold four runes — vital for 
Mervyn's eventual return to 
human form. Combat with 
warlocks takes the odd form of 
swapping around letters to 
unscramble the word 'ranarama* 
before time runs outl Another 
unusual element is that you can 
only see into rooms you've 
already been in, an odd effect 
with weirdly shaped rooms and a 
standard flickscreen scroll 




Magic takes the form of 
symbols on the floor, or Floor 
Glyphs which can be activated by 
pressing fire while on them. 



simply push in the direction you 
want to go), a track demo, a 
monochromatic race complete' 
screen, practice option, high 
score table and the option of 
continuing on the last track you 
reached. 

But what about gameplay? 
Well, to begin with your tiny kart 
is tricky to control, resulting in 
plenty of frustrating crashes. 
However if you persist, getting to 
know the tracks and control 
system, the game opens out into 
a surprisingly playable little racer 
Later tracks are more 
sophisticated, stopping the 
helpful arrows on the road and 
adding walls which open and 
close. Add an excellent two- 
player mode (very useful when 
the computer players are so 
tough) and you get a budget 
bargain! 

OVERALL 80% 



These present maps of the 
dungeon so far explored, allow 
you to move between the vertical 
levels of a dungeon smart-bomb 
creatures on screen and cast a 
spell Your spell power is initially 
weak, but can be boosted by 
collecting runes. There are four 
types of spells offence, defence, 
power and effect 

Programmed by Steve Turner 
of Graftgold fame, Ranarama is 
obviously a Spectrum conversion 
The backgrounds are extremely 
cotourtul and quite attractive, but 
all the sprites are monochromatic 
and generally weak. The Mervyn 
graphic is particularly poor with 
minimal animation, a bit of a 
black splodge unfortunately. Back 
in Issue 25 the game had a 
mixed reception, Julian raved that 
it was 'brilliantly designed, 
rewarding and incredibly 
playable' But Steve wasn't so 
impressed The playing area is 
huge but there is little to do in 
many rooms apart from shooting 
the occupants — which soon 
proves tedious.' Although the 
eventual mark was 87%, It hasn't 
stood the test of time too well — 
particularly in terms of graphics 

OVIUU 70% 
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BUDGET! 



RETURN OF THE JEDI 

• The Hit Squad, C64 C2.99 (Rerelease) 






Batman 
beat if he's to 
tail the Joker 

Although it's basically another 
arcade adventure — explore, 
shool or Ihump Ihe baddies, 
called ob|ects and figure where 
lo use them — Crusader has a 
unique 'eel A ftickscreen scroll is 
usually unwelcome on the C64 
but here it s fun with each new 
scroen partially overlaying 
previous ones, as If different- 



shaped panels of a comic stnp 
were being slapped down, one on 
top of the other The actual 
graphics maintain this feel, with 
attractive backdrops and plenty ol 
colourful, animated spntes But 
Ihe best element is probably the 
detective work, unlike so many 
arcade/adventures the puzzles 
really are lun Humour is the key. 
with false teeth required tor 
atmg food and a red nose 
urning Batman pink so the 

ooks won t recognize him' It alt 
works very well, with a smart icon 
system for manipulating objects 
But there's also plenty of villains, 
Irom machme*gun-tolmg crooks 
lo robotic penguins to exercise 
Batman's batarang-throwing arm 
Back in Issue 47 Crusader was 
raved over winning 92%. Kati 
praised the mix of 50% detective 
work and 50% fighting' as in the 
comics, while Maff thought he'd 
be playing the game for a long 
time lo come' There were also 
comparisons with the artwork of 
e excellent graphic novels The 
illmg Joke' and The Dark Knight 
Returns 4 Almost two years on, 
the top-notch graphics can t really 
live up to this, but apart from that 
the review is spot-on As with 
most arcade adventures, having 
to retrace your actions when you 
die can be irril.v.ng — especially 
as it s so tough, with countless 
opponents and confusing mazes 
— but wit and humour more than 
compensate 



A second Death Star is 
under construction, a 
fearsome war machine 
which the Rebels are determined 
to destroy before it is completed. 
A massive attack is launched, 
only to fall into a trap 
masterminded by Darth Vader 
and the Emperor The Death Star 
is In fact fully operational... 

Based on the Atari coin*op r 
Jedl utilises three key scenes 
from the movie. Scene one is the 
dazzling speeder bike chase 
through the forests of Endor. The 
screen scrolls diagonally, Zaxxon- 
style, as in all the scenes. Here 
Leia must weave through the 
trees while dealing with enemy 
bikes by slamming them Into 
trees, shooting them if they pull in 
front or drawing them into Ewok 
traps. 

The second scene mixes 
Chewbacca's attack on a vital 
command post on Endor with 
Lando's spearhead assault on the 
Death Star. Initially you control a 
walker with Chewbacca a! the 
controls. The Ewoks don't know 
this, though, and catapult rocks, 
roll logs and drop bombs to stop 
it. After a couple of seconds of 



this, the action flicks to the 
Millennium Falcon, taking on 
massive Star Destroyers and 
waves of TIE fighters. The action 
keeps swapping between the two 
assaults until the command post 
is destroyed. 

This bnngs down a defensive 
shield, allowing the Falcon to fly 
into the Death Star TIE fighters 
are in pursuit, trying to stop the 
Falcon from destroying the critical 
reactor core. Once the reactor is 



destroyed the Falcon must 
escape because, as in most coin- 
ops, there's a virtual infinity of 
Death Stars to be destroyed with 
the whole game looping around 
and getting progressively 
tougher 

The speeder bike chase is 
especially good fun, with the 
forest, enemy bikes and 
imaginative Ewok traps 
combining with a rapid scroll to 
generate plenty of excitement. 
Unfortunately the later scenes fail 
to build on this promising start: 
they all use the same diagonal 
scroll but don't have the same 
excitement and fail to add much 



in the way of variety. It's not bad 
for one load, but after you've 
done it once destroying the Death 
Star again becomes repetitive. 
Later levels get bigger and add a 
couple of new elements, such as 
hollow trees to fly through, but it's 
not enough. 

In Issue 46 Maff complained 
that he'd found all the Star Wars 
conversions disappointing and 
Jedi was no exception. Gordon 
complained about the control 
system and the overall mark was 
61%. I d agree with Maff, but not 
Gordon — control is okay, and if 
you're a fan this isn't bad for £3. 

OVHAU 64% 
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The Hacentakev is fe C £ 



mm to 

£6*45 




Now available for 
AMIGA ANALOGUE 
COMMODOR ATARI 
NINTENDO SEGA IBM 
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If you would lifc* the latest brochures 
end detail* together with a list of Euromai stockist* 
- cut olA thi* coupon and return to 

EUROMAX LTD 

BESSINGBV INDUSTRAL ESTATE 
BRIDLINGTON N.HUMBERSIDE Y016 4SJ 



Name 

Address 



PIG IN A POKE! 





Stago 1.1 



The balloon (1) takes three flame 
breaths, so to kill it do standing 
jumps rather than diagonal 




CREATURES 

The tips have started rolling in 
and the Creatures in work are 
starting to multiply almost as 
fast as the maps. Many, many 
thanx in particular to Ben 
Gonshaw of Unsworth and 
James Collins from 
Southampton way. 

Cuddly Creatures Cheat Mode 
Thanx to the Apex boys John 
and Steve for the cheat. It's 
similar to the Retrograde one, 
only sillier. 

Load up the game as per usual 
and plug the joystick into Port 1 . 
Leave the game to run through 
its attract mode, cycling between 
the title screen and high score 
table until the music begins to 
fade out (it'll take a good four or 
so minutes so put the kettle on). 
When the music finally fades out, 
wiggle the joystick left and right 
like mad. The Fuzzies on the 
screen should be jumping up and 

down frantically at this point. 



Stage 1.2 




was 



ft* H 




Keep waggling for what seems 
like an age until the Fuzzies turn 
grey and then stop! Recover from 
this ordeal, plug the stick back 
into Port 2 and now infinite lives 
are yours!! 

THE SHOP 

I hope there's something in this 
tips section that takes your fancy 
or something like that. When (if?) 
you get to the shop at the end of 
the level it's recommended you 
power up with new Fuzzy 
weapons. 

For Level 1.2 buy the FIREBALL 
(02-01-02) or FLAMER (06-03- 
04) for straight blasting. The 
shop assistant (38D-24-36) offers 
an upgrade of the DROOPY if 



need be. 

Don't waste your money on the 
Information from the shop as 
these tips will suffice. 18 MPCs is 
an extortionate amount anyway. 
To kill the end-level baddies 
(namely the two-headed green 
gobber) first walk up to the green 
gobber to activate all the baddies 
and then run back (avoiding the 
gob en route) and jump up to 
point A (watch out for the bird 
above). Change to Flamer or 
Fireball and blast the flyer and 
the Big Skull Creature (a Flame 
Breath will do) — once the 
B.S.C. is no more, fall down and 
inch near the green gobber and 
destroy it as with the one on 
level one. Tadaaa! 



Lurve is in the air, 
doobie doobie doo ... 
weeelllll, not quite as 
it's mid Jan but you 
know what I mean. 
Talking off lurrve, 
we've some lovely 
Creatures stuff! this 
month. Meanwhile 
RoboCop 2 plods 
along on the C64 
with tips and more, 
direct from the 
programmers — so 
heartfful thanx to all 
concerned for those. 
Before I start this 
rival-massacring St 
Valentine's Day tips 
section I'll just plug 
the 0898 line and 
say that the hot new 
tips that just miss 
going into P.I.A.P 
often get onto the 
tipsline so for the 
most up to date tips 
(and a few classic 
ones too) dial those 
lovely digits — 0898 
555083 (calls 



min off-peak, 44p 
per min standard/ 
peak). 






Watch out for the second balloon 
along as it has a more 
aggressive movement pattern. 



You can't fire when you're on the 
lily pad so to kill the birdy you'll 
have to jump up (not much 
room!) and fire while moving 
back and forth with the bird. 





To get past the creature hovering 
back and forth, inch your way to 
where the alien ends its 
movement to the left and follow 
)ust behind it, jumping onto the 
ledge as soon as safely possible 
(before the alien turns round). 




Kill the Big 'Indestructible' 
Creature by jumping up to point 1 
and Flame-Breathing on the 
bouncer creature to the right, 
collecting the extra life and MPC 
as you go back down. 



To tackle the end opponent (a 
wriggling maggot thing), walk to 
point 8 jumping over the slime 
that matehalises at this point and 
jump across the divide (you'll 
almost certainly hit the balloon 
above and lose half a life in the 
process). Now. providing you 
haven't died from hitting the 
balloon, simply walk into the 
maggot creature. The maggot will 
die and Clyde will start his death 
sequence but the 'stage 
complete" screen will cut in 
before a life is taken oft — handy! 



Lffee the Droopy weapon to hit the 
creature at point 2. forcing it into 
the wall. 



Watch out for the static creature 
as he transforms into a fast- 
moving creature when shot. Kill 
to reveal an MPC. 




Jump from here up onto the 
ledge to kill the bouncer and 
collect the extra life. 




Stag* 1.3 

Torture Screen 1 

Here we go with the first of the 
Fuzzy-slicing and dicing screens 
as Chip undergoes surgery the 
good old-fashioned chainsaw 
way. Follow these steps to get 
through. 

1 . Walk up to the green round 
creature, Flame-Breathe it and 
quickly run bach. Mr Greeny will 
stop and immediately roll back so 
quickly build up a Flame Breath 
from a distance and use it 
quickly. Keep repeating until it's 
dead. 

2. Quickly run over and Flame- 
Breathe the fuse on the cannon. 



3. Jump up to the ledge just 
under the Maggot giving birth 
and build up your Flame Breath. 
Jump up and unleash it when the 
baby maggot has wriggled past 
and drop back down onto the 
ledge again. Three Flame 
Breaths will do the trick. 

4. Time is probably running out 
by now so leg it over to the 
cannon ball and Flame-Breathe it 
off the edge. Run back to avoid 
getting the ball on your head and 
now just wait and pray. 

5. If Chip is saved, five MPCs are 
yours, if not then does anybody 
know the number of a good 
doctor??? 



GOLDEN AXE 

(Visual H/VfcvW 

A popular slasher judging by 
the number of tips I've had in 
so far, although most of you 
have been caught out by the 



'missing level cock-up', as 
revealed last month. Great 
maps came In from a Mr 
Anonymous (I really ought to 
sort this 'filing system' out) 
and also Matt Dalby and David 
Cook but both didn't have the 
elusive Level 5. Time for Daniel 
Rigley of Ilkeston to take a bow 
with all of them (a little small 
but a little clearer than the 
Level 1 map printed last 
month). Thanx this issue go to 
the above and also Anjah 
Sarwar, Martyn Dobson and 
Stuart Bruce, Tim Taylor, Xavier 
Tatham and the mysterious (but 
industrious) Dude-26 of 
Ipswich for the cheat mode, 
new tips and other bits, some 
of which appear below. 



©OLDYTIPS 

* Running around causes a 
speedy enerpy to slow down. 
However, a mild hit on an enemy 
causes it to run around at 
dangerous speeds! 



* On the earlier levels, save 
magic up to use against the 
superbaddies, while on the later 
levels use magic frequently: it 
may not be as powerful but it's 
dead useful for clearing the air 
when skeletons attack. 

* Try not to do too many jump- 
and-slash moves as it's usually 
fatal if you miss and the baddies 
soon wise up to what you're 
doing and start dodging your 
jump slashes. Don't use 
Piledrivers or aerial slashes on 
end-level baddies as they will 
almost always hit you 

* The baddies also have two 
speeds of movement. When they 
are running it's best to run 
around them until they try to 
slash at you. When they do this 
they then slow down and start to 
walk, becoming less aggressive 
in the process. 

AND NOW A BRIEF LOOK AT 
EACH CHARACTER... 

(Thanx to Dude-26 of Ipswich) 



PIG IN A POKE! 




Ax Battler 

Magic: Earth 
Attribute: Strength 
Fault: Slow Speed 

Only competent magically but Ax 
Battler is unbeaten on the 
physical front. 

Tyrij Flare 

Magic: Fire 
Attribute: Speed 
Fault: Poor Strength 

Tyris has the best magic and is 
the most agile but she isn't very 
strong 

Gillius Thunderhead 

Magic: Lightning 

Atthbute: Powerful Axe/Headbutt 

Fault: Poor Jumping 

Gillius's axe and headbutt are 
great for enemy disposal but his 
height makes him easy prey for 
skeletal warriors. Lightning is 
good magic, equal to Ax 

Next month, I'll go through 
each level and have some 
great maps to show off too! 



(Elite/Encore) 

For this personal fave of mine, 
here's a cheat from Matthew 
Milburn of Gosport. This one 
needs a reset switch to work. 

Load up the game, hit the 
reset switch, type in POKE 
38316.173 to get infinite lives 
and SYS 2051 to start the aerial 
assault. 



(Rainbow Arts) 

Another Action Replay 
Cartridge poke but this time 
from Geoff Tranys of Preston in 
Victoria, Australia. 

POKE 2932.173 — Infinite Time 
POKE 4035.173 -Infinite 
Gyroscopes 

Watch out for Turrican 2 maps, 
hints, cheats and tips coming 
real soon courtesy of ace 
programmer Manfred Trenz 
himself)!! 

Just two levels to go. but don't 
let that fool you — have you 
seen the size of the prst level 
you meet?!! And what about 
the fact that you've yet to meet 
Morgul?! Good luck (herald 
with fingers crossed). 

Level 5-1 

Level 5-1 is a massive level so 
it's best to have your wits about 
you. patience and — if things go 
badly — the cheat. Go up the 
shaft to the left of the middle 
shaft as the stepping stones are 
easier to jump onto (rather than 
leaping left to right and back all 
(he time). Take the right-hand 
side of the middle section to 
reveal 3 power-up blocks and 
pick up the 3 1-UPs which you'll 
be needing by now! 

From here though, you need to 
go to the far left so watch your 
step. There's a power block down 
below if you want to be greedy 
but watch out. things move down 
there! Once through the middle 
section, walk to the middle and 
go up and leap up the right side. 
If you fall at any point, pull to the 
left so you land where you've just 
been and can't run into any new 




Level 5-2 
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aliens. Take the right-hand side 
and leap up, being careful to use 
the lightning blast wherever 
possible — things are really 
nasty up here. Finally, jump up to 
finish the level and the final level 
awaits! TA DAAAAA! 

Level 5-2 

This level is only a tad smaller 
(more than a tad actually) but not 
so easy. There's a lot of running 
along and that's when you're very 
vulnerable so use the gyroscope 
to move fast! Shoot the blocks for 
the suitable reward and reveal 
the power block in the middle of 
the large room halfway up (try not 
to fall all the way down again and 
make sure you've shot the aliens 
on the way up or they'll have you 
on your way back down again!). 
Use the gyroscope again to get 
to the bottom of the jagged maze 
to the left of the large room. And 
be extra careful as you jump up 
the far left side. Lightning- 
blasting the opposite side is a 
good idea. Take it slowly towards 
the top and then roll right as 
much as you can. 

The vertical stage is easy 
enough if you're extra careful and 
then you just need to fall down 
and roll across to face old ugly 
face 'imself. Morgul. Use 

EVERYTHING you've got at this 
point — saving a few energy 

lines for when lives are low — 
and roll around to avoid the 
minor worry, death. Long-range 
lightning blast is recommended 
here. Once (if) you kill Morgul 
then get out of there fast, jump In 
your ship and zoom away from 
the tower to save the day. life, the 
universe and everything. TA 
DAAAA!!!! Now roll on Turrican 21 
(No rest even after finishing one. 
I can't take it - AAAAAAARGH!) 



BATTLE 
COMMAND 

(R-aUimo/Ocoan) 

Some tips and hints courtesy 
of Commander Hogg with 
assistance from General 
Realtime. By the way, Realtime 
didn't have the time to put In a 
cheat mode so there's all the 
more reason to use these. Now 
what about you lot sending in 
some tips and hints of your 
own? 

* Missiles are quick, powerful 
and the best choice against 
tanks, but avoid tanks if you can. 
The Pulveriser just isn't powerful 
enough (two hits are often 
needed) and the tanks move too 
fast to make swift attacks 
worthwhile. If you're limited in 
weapon load then adopt a 
defensive posture and run! Don't 
adopt an offensive posture: you'll 
run out of missiles very quickly. 
The best advice for most 



missions is to RUN FOR IT! 

* If you see a mobile radio 
vehicle, hit it! They track your 
position and radio in tanks to the 
area while throwing mortars at 
you to boot! Similarly so with spy- 
planes providing attack data for 
the A- 10s and Apaches (stock up 
on the chaff dispenser if you're 
going near airfields). 

* SAM missiles are best against 
slow A- 10s and helicopters — 
the spy-planes are frequent and 
can easily dodge missiles so 
don't waste your energy on them. 
Watch out for tanks coming up 
behind while you're lining up an 
aircraft using the SAM sight. 

* The tanks employ line-of-sight 
rules so hide behind mountains 
to avoid tanks and nip through 
clumps of trees or rocks to shield 
from shells, 

* Use roads a lot for rapid 
movement to leave enemy tanks 
behind. Watch out for gun 
emplacements along the way as 
they're fast to rotate and have 
powerful shots (two missile hits 
each are needed if you engage. 
A cross-country detour is 

recommended, although a swift 
drive past can see you 
undamaged). 

* Watch for tanks moving in 
behind you. Shots fired are 
based on your direction and rate 
of movement so to avoid 
incoming shells make a turn left 
or right for a few seconds, turn 
back to your current heading and 
watch the shell fly past. Very 
close shots are best avoided by a 
hard right-angle turn. 

* If you hear the radar missile 
warning, launch a single chaff. 
That's all it takes to decoy it and 
the chaff stays active for a good 
20 seconds or so The chaff is 
superbly efficient; shame the 
same can't be said about the 
flares. 



* Use the radar scope at all 
times. It allows you to accurately 
dodge incoming shells, spot and 
identify new enemy targets in all 
directions: 

Red — Tanks/Scout cars 
Green — Trees/Bushes 
Cyan — Gun emplacements 
Orange — Incoming Shells 
Yellow — Aircraft 

Grey — Installations/Road 
Brown — Rocks 
Blue — River 

* Use radar-homing surface-to- 
surface/surface-to-air missiles if 
you can. IR missiles lock onto 
installations, the odd aircraft and 
scout cars and that's about it. 
Any other lock-ons are a bonus 
and a hit on a moving target is 
never guaranteed. A radar 
missile will always lock on and 
always hit. 



* When you've completed a 
mission or just want to get the 
hell out. make a straight-line run 
for the pick-up point. When 
you're about a minute away from 
it switch on the signal for the 
Stealth chopper to come in and 
land — it should land as you get 
there. Aim for the rear of the 
Chopper and it should 
automatically load you onboard 
and finish the level. 



Starter Mission 

Destroy FUEL DUMP located to 
the northeast. Follow the road 
along, engaging the two 
installations en route (watch for 
gun emplacements). The majority 
of tanks in this mission are the 
grey, weak-armoured type (only 
one Pulveriser shell required so 
save your missiles for the gun 

emplacements and oil tanks). 
Surface-to-surface missiles will 
do the trick to destroy oil tanks; 
just make sure you're firing from 
a distance as the fuel tanks 
exploding can damage you as 
well. Each destroyed oil tank will 
destroy another one with it. so 
three missiles are all that's 
needed (or five Pulveriser shells 
per oil tank). Wait until the chain 
reaction is over before hitting the 
next intact oil tank. 



Use scanner to search out and 
destroy secret weapons base. 
There's only one installation on 
the map with oil tanks and lorries 
parked nearby but defences are 
fierce so either avoid altogether 
or select this mission when 
you're better armed up. The 
mortar-firing tanks make a first 
appearance in this mission (often 
near the Installation) and it's best 
to keep on the move and avoid 
them if they're riot within your 
missile range. The secret 
weapons base is actually to the 
south-southwest of the pick-up 
point in an impenetrable valley 
surrounded by mountains — 
meaning you'll need the mortar 
or wire-guided missile to hit it. 
Move around to the north side of 
the mountain ring, inch to the foot 
of the mountains and fire the 
mortar south lo hit the 
installation. The mortar elevation 
needs to be set to 25 to hit the 
secret weapon (change to an 
external view, zoom out and you 
can just see the target over the 
mountains). To hit the hangars 
move over to the east, set the 
elevation to 20 and let loose 
three or so shots. It's 
recommended that you take chaff 
for this mission as an A-10 is 
scrambled upon destruction of 
the primary target and it is 
vicious* 

The binoculars provided are 
good for long-range scanning, 
just don't forget that turning the 
binoculars round turns the tank 



as well — not very handy 
Destruction 

Destroy the three marked 
industrial areas. Beware enemy 
comms HQ. The comms HQ is 
primarily a transmitter which can 
be destroyed by shooting away 
its four support wires and then 
the transmitter itself (often 
destroying a few buildings . 
around it once it is blown up). 
From the drop-off point follow the 
road north, cutting across country 
towards the first target (an oil 
refinery) when you get to the T- 
junction. Use two missiles on two 
of the oil tanks to cause a 
massive chain reaction of 
explosions. Then head northeast 
to get onto the main north-south 
road and follow it up to the 
second target, the comms 
transmitter (again cutting across 
country before you get to the T- 
junction leading to it) Head 
southeast to the second north- 
south road leading to Hie final 
target (an oil refinery) and. 
following target elimination, head 
to the pick-up point. The roads 
provide quick movement, making 
for a rapid mission — just don't 
stop to engage tanks! 



Missile 

Easy! Proceed lo missile site with 
caution and destroy at all costs. 
Just follow the southeast road 
down to the bridge (making a 
slight detour to avoid the gun 
emplacements at the junction at 
the halfway point) and take out 
some of the emplacements 
protecting it. Keep an eye out for 
Ihe mortar-firing mobile howitzer 
and destroy it upon sight if 
spotted — otherwise it's the 
usual tanks and emplacements. 
Destroy the radar installation with 
a missile and then use the 
Pulveriser on each missile (two 
hits each). Despite what the 
briefing says, there's no time limit 
but it is recommended that you 
go at top speed along the road to 
Ihe target lo avoid enemy tanks 
catching up with you. 



Use scanner lo pick up and bring 
the crashed satellite back to the 
north. Enemy forces are on alert 
with the pick-up point across the 
bridge. An enemy communication 
transmitter lies to the north and 
an airfield Is in the northwest 
corner (spy-planes spol for the 
Apache attack helicopter based 
there). Take along a PHANTASM 
CHAFF DISPENSER to decoy 
ground/Apache-launched missile 
attacks complete with Apache 
attack chopper, fuel dump and 
optica spy planes. A night sight is 
provided as night is swift to move 
in, although it's actually easier to 
navigate without the sight on. 
Priority targets are the fast- 
moving, fast-firing scout cars so 
take Infra-Red surface-to-surface 
missiles. 
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ROBOCOP2 



A superbly playable sequel to 
the mega-seller of the past few 
years. Robo returns to the C64 
tips pages with these nifty 
maps, tips, secret bonuses and 
all round Robo hints courtesy 
of the Painting by Numbers 
team (many thanx to Mark 
Rodgers for totalling his printer 
outputting the maps for us — 
hope it recovers!). 



* Inertia is a problem for Robo 
most of the time and when he's 
on the blue slippery surface 
(indicated by a fire hydrant 
nearby) he's got to be very 
careful. If you begin to slide 
towards the edge of a platform, 
do a jump back to slow the 
inertia. It can often save you. 

* If you know there's a special 
villain (ie smoker/hostage) 
coming up and there's a general 
villain in the way. don't blast as 
Robo normally fires off two shots. 
Just do nothing and wait for the 
special villain to walk into you. 
you may lose some energy but 
you won't lose that vital special 
villain. 

* If you get caught up in a close 
proximity fight with a normal 
villain, kneel down and punch to 
push him away and then finish 
him off with gunfire. 

* Due to the one-way scroll you 
can never get all the Nuke 
canisters, particularly on the first 
level. It's better to leave one 
Nuke canister if it means you can 
reach another two nearby. Use 
the maps to work out the best 
route to get MOST of them. 

* Entering the secret Nuke 
stores is a great way of not only 
topping up your Nuke percentage 
but also to jump forward through 
the level quite a way (often 
almost to the end!). Just make 
sure you've captured enough 
special villains to progress to the 
next level before using the secret 
room. 

* If you fail to make the 
percentage early on in the game, 
it's best to start again (good old 
instant cartridge access, eh?). 
Use the shooting gallery option 
tactically by failing on a hard 
level, completing the gallery and 
instantly progressing. The gallery 
is easy enough to complete, 
each Nuke capsule knocks one 
off the target counter (40 targets 
initially), the clock icon adds on 



30 time units and the magazine 
tops up Robo's gun by two 
magazines of ammo. Watch out 
for the brown Rambo/wrestler 
target as he looks a lot like one 
of the woman civilian targets. 

* When moving along the 
platforms in the Sludge Plant 
levels, stay back to see where 
the other moving platforms are 
going and then move when all is 
clear. Try not to get caught in a 
dead end as one touch means 
death, and don't dawdle — the 
time limit quickly ticks awayl 
Time your move past the red 
droplets carefully. 

* Remember that when you've 
stepped on a springy coil you can 
still move Robo around before 
landing so quickly line him up 
over a platform. 

* Certain magnets can grab 
Robo and carry him (and drop 
him) to his doom. Use the maps 
to work out which are which, 
otherwise you'll have to learn by 
trial and error! 

* When on the jet platform, be 
VERY careful moving through the 
maze of cogs. Try to keep low as 
the platform can brush against 
cogs below Robo easily enough 
whereas the collision detection 
for the cogs above Robo is over- 
eager: having Robo's head a 
centimetre away from a cog can 
often mean unexpected death. 

* Remember that the electric 
forcefields always spark FOUR 
times before their long pause 
when Robo can take a chance at 
jumping past. 

* Don't go out of your way to 
collect the weapons capsules as 
all obstacles can be passed 
without needing to upgrade 
Robo's gun. 

* If you can, use the 
invulnerability to get past 
obstacles, particularly the rolling 
barrels in Stage 4. 



* Watch out for the underwater 
villains! If their gun fire hits Robo 
it stops him in mid-jump which 
almost certainly leads to Robo 
falling water-wards. Watch their 
firing pattern and jump when it's 
clear (straight after the villain's 
two shots is best). This also 
applies to the window-ledge 
villains. 

* To regain Alex Murphy's 
memory you have to complete a 
sliding block puzzle game 
displaying Murphy's face. 
Success brings two extra lives 
and a million extra points in the 
process. To access this secret 
bonus section you have to get to 
Stage 5 and at the very start of 
the level, walk to the far left and 
pull down. Easy! 



A POKE! 




Stage 1 — The River Rouge 
Complex (Exterior) 
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Sliding block puzzle bonus stage 
here 
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2 — THE W Underwater villain (Fires gun 

vertically — beware!) 

I Invulnerability capsule 

Here are the maps for the first 

five stages complete with maps Moving platforms 
of the hidden Nuke Stores. More rma 

very soon! f/^J Jet Platform/Hover pad 



Stage 1 — Walk up to the third 
manhole and pull down (the 
slight pixel difference here shows 
where the secret entrance is). 



Start Point 

V Walking villain (Uses fists) 
YvV Window villain (Firing gun) 



S Smoker (SPECIAL VILLAIN) 
AA Manhole villain (Fires gun) 

M Nuke capsule o 
Weapon capsule o«— ^ J 

0 5 




PR Rolling Barrels 

0 Cogs 
t 

o Red droplets 
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SCI - CHASE HQ II 

(Ocean) 

Racy tips from Peter Howard of 
Rayleigh. Essex and Koroush 
Mojar of London for Ocean's 
conversion of one of my coin- 
op faves. This is one tough 
game so to make life very easy 
indeed here's a nifty cheat 
spotted by the tippers above. 

You'll need a joystick with an 
aulofire for this one to work! Play 
the game as usual until you 
reach the end-level baddie and 
its escorts and then switch on the 
autofire and let rip when the 
enemy is in front. The autofire 
isn't a lot of good if you're 
keeping level with the enemy so 
slow down occasionally and let it 
roar ahead, allowing you to catch 
up and blast it from behind (this 
works best on the straights). 
Combining the autofire with 
turbo-boost on the straights is a 
good way to finish off the enemy. 
(If you're not bothered about 
innocent civilians, just switch on 
the autofire from the start and get 
blasting and racing). 

level 1 — Target: Stop the red 
Porsche! 

Turbo boost after you reach 100 
mph and shoot all cars and ram 
all bikes that get in your way (two 
rams should do it). If there is a 
turning and the bikes or the red 
Porsche are on the other side of 
the road and you can't get them, 
slow down and then ram into 
them. On all levels when tackling 
the end-level automobile, hit the 
turbo-boost to ram into it. causing 
better damage in the process. 
Taking on the escorts can waste 
a lot of time so switch on the 
autofire and blast them as quickly 



Level 2 - Target: Apprehend the 
green Van! 

Turbo-boost after 90 mph and 
stay on the right of the road for 
the first turn. Turn as soon as the 
bends appear as this level is a 
tough one with so many turns. 
Don't turbo-boost unless you 
know there's a straight ahead. 
On all levels learn the layout of 
the road and the directions of the 
turns and drive on the relevant 
side of the road to keep up speed 
(use your brakes sharpish if 
gravity pulls you over toward a 
sign). 

level 3 - Target: Holt the blue 
Cadillac! 

Same as Level 2 but the first turn 
is on the left. Try not to pick up 
the bazooka on this level as it's a 
waste of time. The gun is much 
faster to use than the bazooka, 
so if you do get the bazooka use 



it wisely but rapidly to get back to 
using your trusty Magnum. 
Remember, when you reach the 
end-level car the time limit goes 
back to one minute. 

level 4 — Target: Blow the tyres 
off the yellow Security Van! 

This level is quite hard because 
there are about eight cars 
escorting the end-of-level limo. 
I here aren't that-many turns so 
try and turbo every lime there is a 
straight. 

Level 5 — Target: tfestroy the 
Lorry and take ouUbe Helicopter! 

Just ram the lorry about five 
times and it'll be out of action. To 
kill the helicopter, keep pumping 
the fire button and lipe yourself 
up below the chopper after it fires 
and comes down low. 

Level 6 - Target: Put pedal to 
metal and go Tor that Warehouse! 

This level is quite easy; use your 
only turbo-boost straight away 
and slow down on the turns. 
Don't worry about the bushes 
because they don't slow you 
down incredibly (saying that, 
don't run into them TOO much!). 
You can crash once and get 
away with it. 



TOTAL RECALL 

(Ocean) 




Uzi, 9mmlMl!llll! Cheat for C64 
Total Recainw Thanx to Sarah 
Conner!! Correction, Paul 
Macefield of KingswInfordMM 

If you want to skip a level, type in 
LIFE STILL GOES ON on the 
high score table (the border goes 
white to confirm this. You can 
then jump to the next level by 
pausing the game (F1) and then 
pressing the left arrow key Once 
the next level has loaded the 
words SKIP LEVEL wilt come on 
the screen. To play that level just 
press F1 to unpause the game. If 
you don't want to bother, just 
press the up arrow key and the 
next level will load. This cheat will 
last up to the end of the game. 

THE LIGHT 
CORRIDOR 

(Infogramos) 

I like this game on the Amiga, I 
mean I REALLY like this game, 
weird or what? I've risked 



tearing my hair out to get the 
first 10 passwords and, lo and 
behold, here they are! (I 
thought Phil did these! — Ed). 

Level 1 0000 
Level 2 5400 
Level 3 0101 

Level 4 3901 (Challenge: Hit the 
moving square with the ball to 
open the wall) 

Level 5 2602 
Level 6 9902 
Level 7 4303 

Level 8 9003 (Challenge: Fill in 
the empty squares on the grid 
with the ball to open the wall. 

Level 9 6904 
Level 10 3305 
Level 11 9305 

Level 12 3406 (Challenge: Hit the 
skull until it and the wall 
disappear). 

Level 13 0407 
Level 14 6407 
Level 15 2008 

Level 16 7408 (Challenge: Hit all 
four rotating squares to open the 
wall leading to the next level). 

Level 17 4709 
Level 18 3810 
Level 19 0511 

Level 20 6811 (Challenge: Make 
a path of filled squares for the 
arrow that moves from the 
bottom-left to the top-right comer 
(the arrow goes back to the start 
if it meets any spaces)). 



EN AXE 



Del Cadman spotted this 
logical cheat for the Amiga 
version. 



If you're playing a one-player 
game and you're about to kick 
the bucket (die), just plug another 
joyful stick in the other port, 
press fire on that one and you'll 
now be player two with a full set 
of lives. 



(Thalamus) 

A great little cheat mode hi 
from revving Summer Camp 
programmer John Ferrari who's 
now starting work on Winter 
Camp — and from what we've 

of Maxlmus's icy ventures it's 
going to be an avalanche of 
fun, snow joke! Take it away, 
John! 

Play Summer Camp as normal 
until you get a high score, then 
on the high score table enter 
CALAMITY as your name. Infinite 
Maximus Mouses (or is it 
Maximus Mice??) are yours!! 



FANTASY WORLD 
DIZZY 

(Cod* Mait.ri| 

A quick tip to go with the maps 
and tips printed in an earlier 
issue, spotted by Chris 
Ferguson. 

When you jump on the 
crocodile's mouth, you tie the 
rope (which you get off Denzil) 
around its mouth. 



MONTY 
PYTHON'S 
FLYING CIRCUS 

(Virgin) 

On the C64 version of this laff- 
a-mlnute-l-don't-think game 
just get a high score and enter 
ANNE CHARLESTON. On the 
high score table (complete 
with space between the words 
and full stop at the end). And 
before you can say 'Madge 
from Neighbours' you've got 
infinite lives. 
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OK, that's It for this 
ish. ftobo 2, Battle 
Command, Golden 
Axe, Creatures all 
continue along with 
loads of other 
regulars. A solution 
and maps to Magic 
Land Dizzy are in the 
works, so too is some 
stuff on Tutrican II 
courtesy of Manfred 
Trenx himself (that's 
if Turrican I ever gets 
finished). I expect to 
see turtles stuff by 
the ton coming in, 
some tips on later 
Night Shift levels 
would be appreciated 
too, ditto for some 
budget game stuff as 
well, in fact anything 
else that's hot! £35 
of software will be 
winging its way to 
Ben Gonshaw of 
Bury, Lanes for 
sending me 1 O 
rainforests worth of 
Creatures maps and 
info. Congrats to Ben! 
Send everything and 
anything to 
Newsfield, Pig In a 
Poke, ZZAPl, Ludlow, 
Shropshire SY8 1JW. 
See you! 




CUTE 
AND 
CUDDLY 
CHAOS! 




By John Ferrari 




GET INVOLVED IN THE 
CRAZIEST CARTOON CAME EVER! 

Maximus Mouse has lo retrieve the lost 
Stars&Stripes for the grand Opening Day of 
Summer Camp - but where is it? 

Screen after screen of madcap action, 
addiction and the most colourful collection of 
cute, crazy but deadly characters you're likely 
to find! 

Ifs the arcade game that tickles your funny 
bone but could wreck your vacation..! 



Voted 

YC Fun One 96% 

CBM 64/128 
£9.99cass £14.99disk 
Amiga 

Atari ST £19.99 
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program can be reloaded Lun 
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BDL 



Bltcon Devices Ltd 



Bitcon Devices Ltd 
88 BEWICK ROAD 
GATESHEAD 
TYNE AND WEAR 
NE61RS 
ENGLAND. 



TEL: 091 490 1B75 and Ml 490 1 919 
FAX: 091 4901918 

To orctar Acc^WVlm wtlcomt - CfttquM or P/O 
pmbto to BDL 

UK onton add C1 X poaVpack total - E1BJ9 
IncL V.AT 

Europa ordara add £2.50. Dvaruat add C3*> 
TRADE AN0 EXPORT ENOUIRJES WELCOME 



BINARY ZONE PD 

- - The Very Best Of The Rest - - 

We stock only the best PD (or the Amiga end CBM 64 
Including the very latest releases and all the classic titles as 
well as games, utilities, music demos etc. 

Amiga demo disks cost only £1.76 and CBM 64 demo disks 
are only £1.50, 

Now you can find out what your computer can really do by 
writing now for our catalogue. (FREE Disk with first order). 

BINARY ZONE PD 



153 Farriers Corner, Westlands, Droltwlch, Worc's. WR9 9EX. 

Please State Machine Type" 

OVERSEAS ORDERS WELCOME 




AT LAST! 

COMMODORE l/C SPARES 

AT DISCOUNT PRICES 

For C64, C 16, +4, C 128 and Amiga 

CIA 6526 £12.99 ROM 901 227-Oi Cfl.99 

MPU 6510 £999 ROM 90I22VO1 £7 99 

PLA 906114-01 £9.99 SOUND 6WI £1699 

ROM 901226-01 £12 99 RAM 4164 £2.99 

C64 USER PORT RE SET SWITCHES £5 99 
MICRO MATE REPAIRABLE CM POWER SUPPLY UNITS SUPERB 0UALITY 

WERE £29.99 NOW £24.99 

C64. C16. +4. SERVICE MANUALS £19.90 
All prices Include pml & parkinR. htindlinRand V AT-scnd your faulty cnmpuier 
and P.S.U. lor mimair and repair Irom £9.99 *- parts * carriage + VAT 

SEND CHEQUE/P.O. ACCESS/VISA CARDS WELCOME 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST. CLEVELEY5, BLACKPOOL FY5 JNE 

Tel (0251) 822708 



BENTLEYS 



251 NEWCASTLE STREET 
BURSLEM, 
STOKE ON TRENT, 
STAFFS, 
ST6 3QW 
TEL: (0782) 810485 





5 FREE GAMES 

WITH EVERY REPAIR (TAPE ONLY) 



REPAIRS 

CBM 64 £35.00 

HARDWARE 
BARGAINS 

NEW AMIGA PACKS £379.00 

ATARI DISCOVER PACKS £289 00 

C64 POWER SUPPLIES £24.50 



ALL PRICES INCLUDE VAT AND 
RETURN (INSURED) POST 
AND PACKAGING 
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• US Geld, C64 
£ 1 0.99 cassette, 
£ 1 5.99 disk; 
Amiga £24.99 

A two-man team is s*nt in 
to smash a terrorist 
group who possess 
more military hardware than 
the US Army. Both commandos 
are armed with unlimited ammo 
machine guns and a couple of 
smart-bomb grenades. Each 
player has just one life and a 
health bar (improved with 
medical packs). The game's 



Both conversions 
hove mode o 
brave attempt to 
translate the coin- 
op's novel 3-D 
rotation system, 
the C64 game 
being quite impressive on level 
one (but not two). However, 
there's so few enemies and dull 
end-level confrontations that 
the whole game feels com* 
pletely fifeless. The Amiga ver- 
sion almost suffers from too 
many enemies, but apart from 
the obove average 3*0 (at the 
cost of Woclcy graphics) there's 
little to commend it with dull 
gameplay. 




LOF looked awe- 
some in the 
orcodes and it was 
always going to be 
a struggle to con- 
vert it. The Amiga 
version predictably 
comes closest to the coin-op 
with plenty of speed and an 
almost overwhelming number 
of enemies* However, the 
graphics are a Ittrie blocky and 
it's all a bit loo hard. Without 
the coin-op's stunning graphics 
the repetrtiveness of gameplay 
is obvious. This is even more 
the case with the C64 where, 
though the 3-D effect is quite 
impressive, there are simply 
too few enemies to make an 
exciting game. 



main Innovation is that you 
walk forward and turn, 
swinging all the graphics 
around. 

There are eight levels In all, 
each with a mega-challenge at 
the end such as an aircraft 
dropping dozens of troops. 
Levels include the jungle, 
desert and canyons as well as 
travelling In a speedboat and 
flying In a jet! 



PRESENTATION 78% 

Lengthy intro. intertevel screens, 
one/two players, mouse/(oyshck 
shared conhnue-plays, 

GRAPHICS 74% 

Unimpressive static but they're better 
moving and there'* plenty of boddics 
lo shool. 

SOUND 59% 

Mediocre rirte rune ond FX- 

HOOK ABILITY 67% 

Easy to get info, but not compulsive 

LA STABILITY 58% 

...and o b<t repetitive, out ihere'% lot* 

ofink 




A brave effort. 




PRESENTATION 32% 

One/two playerv mulhloodod levrJi 
and no continue- playv 

GRAPHICS 37% 

Reasonable 3-0* some 90od enemy 

SOUND 33% 

Mediocre title tune, very baik 
tn^jome FX* 

HOOKABILITY 30% 

Uvel one if too eoty and too long. 

LA STABILITY 35% 

While later level) ore tougher, 
encitemenl is low with so few ene- 




• Gremlin, C64 
£ 1 0.99 cassette, 
£ I 4.99 disk 



4l 






m 
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LAP 



:nc bod fuc tvp 



* logging behind in fourth place and that green gunge isn't helping. 



After the Lotus Esprit, 
how about a Taraco 
Interceptor. Vaug 
Interceptor or Retron Parsec? 
These are the three basic 
speed machines available in 
the Super Cars tournament 
There are also nine race tracks 
which can be entered in any 
order, although after each race 
difficulty Increases. If you 
finish a race In the top three 
you get loadsa dosh and the 
chance to enter another race* 
Complete all nine races and 
you progress to the next level 
with tougher opponents and 
more hazards. 

As the money accumulates 
you can visit the garage and 
buy extras such as Power 
Steering (tighter turning), Turbo 
Charger (faster acceleration), 
High Speed Kit Brakes, Side 
Armour (to help ram cars off 
the road) and a Missile (I). You 
can also repair any damage 
and top up with fuel. And once 
you're really rolling in dosh 
how about visiting the 




Yet another 
overhead-view 
racer splutters out 
of the pits. Super 
Cors is a sort of 
Hot Rod without 
the two-player 
mode, but adding weapons 
and different cars to buy. 
Racing is quite realistic, as the 
computer cars intelligently try 
to block your way, requiring 
skilful manoeuvring to get 
posh Due to the total lack of 
variety, though, the game's 
simple appeal is very short- 
lived. Not so super. 



showroom for a new car. If you 
complete a level a password Is 
given allowing you to restart 
from that level with a new car (if 
purchased). 




This was originally 
a mediocre Amiga 
game, and the C64 
conversion hasn't 
done it too many 
favours. The race 
graphics boast 
smooth scrolling, but 
backgrounds are washed out 
and the cars crude. Add-on 
features improve the 
plavobility little, but having 
soid that the car is relatively 
easy lo control and initially it's 
good fun manoeuvring to 
make passes. Nevertheless, 
with so little gameplay variety 
this soon wears thin. 



PRESENTATION 69V. 

Gofogc and salesroom icreens, level 
password ond useful jtahthti of the 
end of each race* 

GRAPHICS 48% 

Okay presentation screen*, but 
m-gome graphic* ore poor. 

SOUND 67% 

Okay hjne, engine drone ond tpot 
FX. 

HOOKABILITY 69*/* 

Eosy to get into** 

LA STABILITY 58% 

—but after otter a lew rocei most 
people will have hod enough 




Needi turtxxhorgtng. 



ZZAP! MARCH 1 *>*M M f> *± 



ZZAPITEST! 





• Imageworks, 
Amiga £24.99 





by holding down fire, at varying 
heights. You can even put on a 
bit of aftertouch to bend the 
ball If you don't have the ball, 
pressing fire results In the 
player leaping into the air or 



One of the advantages of 
computerizing a 
fictionalized game is 
(hat you can completely 
change it for the sequel, 
doubling the size of the pitch 
and throwing in loads of new 
features. Try doing that wfth 
footie! 

Speedball 2 is played over 
two halves of 90 seconds each, 
with teams swapping ends at 
half time. You control your 
team member closest the ball, 
with a letter flashing up to 
indicate whether the player is a 
centre forward, midfielder, 
defender, winger or goalkeeper 
Each team member can throw 
the ball in eight directions and, 



This must be the greatest 'futuresporf game ever, almost as good as 
footy! Whereas me original Speedball was really just a brutal (but 
fun!) form of handball, the sequel has a feature- pocked pitch that's 
more like a huge pinball table! As well as adding variety, many 
different ways of scoring introduce a tactical element — ao you head 
straight for goal, go for the bonus stars, or brutally try to injure an 
opposing player!? And even if you're losing a match heavily, you've 
always got a chance of coming bock as the score multiplier (an inge- 
nious inclusion) allows you to get double points. I also like the idea 
of the two-leg matches for two players: picking up plenty of coins in 
the first leg will give your team me edge in the second. Spending 
money on the right attributes for the*right players really does make a 
noticeable difference during the match and in one-player games 
there's the additional managerial aspect of using subs and trading 
players- A superb mix of tactics and outright violence, Speedball 2 

really is the sport of the future! 
, ' 

* fn the gym you con improve your player 7 stats by buying various types of 

body armour* 





* Another vicious tackle by blue, but red has already lit up a bonus star and 
hit the spiral score multiplier once (top-right). 
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sliding to grab the ball, or 
alternatively making a tackle. 

Successful tackling depends 
on the attack/defence attributes 
of the two players involved. 
You can tackle a player whether 
he has the ball or not and each 
tackle reduces his (or her) 
attributes. If energy falls to zero 
the player is slretchered off and 
a sub sent on, this earns the 
team responsible bonus points! 

Unlike the original game it's 
not simply a case of scoring 
goals — winning is by earning 
points which can scored In a 
variety of ways. Besides 
sending a player off (10 points), 
you can earn points scoring a 
goal (10 points), hitting a 
bounce dome (2 points), stars 
on the walls (there are five for 
each team with two points per 
star turned on — hit all five for 
a 1 0-point bonus, or hit enemy 
stars to turn them off and 
subtract two points from his 
score). There's also a Score 
Multiplier, activated by 
throwing the ball up its spiral 
ramp — hit it twice and It 
doubles any points you then 
score until deactivated by the 
enemy. Other special features 
include four Electrobounces 
(electrifying the ball causing it 
to tackle the next player it hits) 
and four Warp Gates which zap 
the ball between them. 

There are also various 
tokens which appear on 
screen, which can be collected 
for a wide variety of effects 
including freezing opposing 
players, reversing opponents 
joystick, automatically gain 
possession of ball, etc. There's 
also plenty of temporary 
hardware to pick up including 
speed boots, powergloves, and 
Bitmap Shades for extra 
aggression! Collected cash can 
also be used to buy these in the 
gym (between matches) to 
upgrade eight attributes. 

There ?re several ways of 
playing Speedball beside two- 
player matches (best of one, 

three or five matches with each 
match consisting of two legs). 
In Knockout you keep playing 
until you lose, whereas with 
Practice there's no opposing 
team. For a real challenge you 
can enter either the League or 
Cup, playing for Brutal Deluxe 
— despite the name, a rather 
weak team. The League 

has two divisions of eight 
teams and a 14-week season, 
while the Cup is a Four-round 
knockout. Both allow you to 
save the game between 
matches. In addition, goals 
scored in any match can be 
saved to disk. 

Should the on-pltch brutality 
become too much you can just 
manage the team, training and 
trading players which the 
computer will control during 
matches. 





While I liked fHe original, I can't say I was crary about it. The rapid 
action and lightning deflections made for some superb two-player 
games but the league got a bit repetitive. With 0 there should no 
such problems with a comprehensive management option and, most 
importantly, a much more sophisticated game. Reactions and sheer 
aggression ore no longer enough (although this is o terrifically vio- 
lent game); the bonus features are critical for winning matches. If 
your opponent's dumb enough to only bother about the goals, you 
con easily dummy him into defending the wrong direction while you 
rack up the points off the walls. The bigger pitch — which seems a 
lot larger than simply twice the size of the original — gives a roomy 
feel which makes passing essential. My onry real disappointment is 
the lock of a radar scanner and multi-player league, but this apart, 
Speedball II is a mognificent game. It ploys superbly, generating 
more aggression and excitement than half a dozen wars and the 
presentation is excellent. For once a gome's graphics, in this cose a 
kind of neo-fascist brutalism, generate exactly the right atmosphere 
— ominous and realistic, they completely outclass the set designs lor 
the Rollerball movie. Without doubt the best two-player game since 
Kktt Off //, pocked with violence and speed this can't fait to be a hit. 

*The red team celebrates after scoring a brilliant goal. 




or rhe game, 
extreme violence fo follow. 



psych tbermelves up for the 
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Yeah! Violence Extreme! And I 
thought Speedball was the ulti- 
mate trip into designer sport 
thuggery- For the first few 
games I waded into everyone 
with litHe regard for tactics but 
quickly came to grief on the 
goal front. It's not until you 
realise fhe significance of the 
score multiplier and the Goal 
Stars that the game roa 
opens up and the violence wi 
a purpose begins! Although 
the concept remains the same 
and (in mv mind) fhe game- 
play similar to fhe first 
Speedball, what makes this a 
massive leap over the original 
is fhe importance and potential 
of the team improvement facili- 
ty. Redefinable stats offer the 
ability for each side to have 
unique tactics: one time my 
speedy team was pitted 
against the brutality of the 
CRASH team ond if paid off 
with a brilliant 180 point victo- 
ry — I love this game!! 




C64 UPDATE 

A conversion hoi just been begun. 



PRESENTATION 94% 

Comprehensive monuol, informative 
wiuvenir programme, replay goal*, 
good intro and demo plu* superb pits 
tor when you score, win, lose efc. 

GRAPHICS 91*/+ 

A maw*, nicely detailed pitch, 
well animated ployefi and great 
player pici odd up to a vnoalrreor 

SOUND 86% 

OH beat rrHe tunc, excellent in -gome 
tpot fX including sample* for ff ploy 
□nd 'ke aeom'f 

HOOKABILITY 97% 

Couldn't be easier to get into, oH-out 
violence and high icoring action. 

INSTABILITY 96% 

Tne Knockout Cop ond League offer a 
good long-term challenge, especially 
with trie excellent management 
aspect 




Ideal lor nto rotci&i brute 
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• Domaric/Tengen, Amiga £ 1 9.9& 

BADLANDS 



Lj^ n 



> 




The world's been 
devastated by a nuclear 
holocaust — which turns 
out to be really good news for 
motor sports fans: there's no 
rules, no race commentators, 
plus no shortage of petrol or 
hazardous race tracks. There 
are eight circuits, all viewed 
from above with room for three 
contestants. The only rule Is 
you have to cross the finish 
line before a computer- 
controlled car (In two-player 
mode coming second to a 



such as missiles and 
wrenches. Pressing fire 
accelerates, pulling back fires 
bullets or missiles. If you 
survive a race you can visit a 
shop to spend your wrenches 
on improved tires, speed, 
acceleration and shields. 
Progressively upgrading these 
is essential to stay competitive 
with the computer car(s).lf 
your car is destroyed, the only 
penalty is the short loss of time 
while waiting for a helicopter to 
bring you a replacement 




Badlands is a fun two-ployer gome, but ifs reolly no 
advance over the ancient Super Sprint The only new 
aspects are the ability to shoot and the additional 
hazards tike rising spikes and huge pools of liauid spilt 
by toppled trackside barrels. You can't really blame the 
programmers deque London) — they've done a good 
job converting a rather crusty coin-op. 



Ubi Soft, 
Amiga £24.99 




friend is only embarrassing, not 
fatal). 

Colour-coded arrows show 
drivers which route to take 
around the track, explosives go 
off and useful items appear 



This is another 
excellent Tengen 
Amiga conversion, 
unfortunately the 
coin-op is a weak 
one. The gome's 
appeal lies purely 
in fast reactions vital for 
winning, and earning 
wrenches for essential car 
upgrades. There are some 
good touches, such as being 
able to knock over water 
tanks, split open oil tanks and 
so on, but as you progress ifs 
the same eight tracks over and 
over with ever more 
ludicrously fast computer cars. 
Nevertheless Super Sprint fans 
will love it, and ifs certainly 
fun for a while with two 
players. 



PRESENTATION 62% 

Simultaneous two player option, 
joystick or keys, cootmwe pJoys. 

GRAPHICS 69% 

Faithful to vtw coin-op with some nice 

detaili, puffs of smote, Homing 
exhousts tit — but nothing extraordi- 
nary. 

SOUND 71% 

Soma nke optional lunei and fine FX. 

HOOKABILITY 74% 

Foirfy cosy to get into, beginning with 
some sluggish computer con. 

LASTABILITY 60% 

tight track but playing solo it soon 
get* repetitive. 




A good conversion of a poor coirvop. 

IMPORTANT! 

lost month we reprinted our CM 
review inttaod of this Amigo one. For 
the record that i sum's Word remark- 
ing (giving the CA4 cart 62%) still 
standi ond in fort motf of the Amiga 
commenh opply to it 





anXerox is the robot 
star of several adults- 
only graphic novels and 
inhabits a very violent future 
world. In the game a lethal 
disease is sweeping the world, 
and Ranx's girlfriend — Lubna 
— Is being prevented from 
seeing him by her rich parents. 
Starting in Rome, Ranx must 



a sub-menu — communication 
is limited to Icons for question, 
threaten, laughter and insult 
You can also offer money or 
collected items. 

To earn money Ranx can kick 
open parking meters (but watch 
out for police!), and to keep his 
batteries topped up, rip open 
street lamps. 




first deliver the X03 vaccine to 
the dylntj American President 
in New York City, then return to 
Rome aAd liberate his 
sweetheart. 

The game is a horizontally 
scrolling arcade adventure. The 
psychotic Ranx can kick and 
punch opponents, but to make 
progress he must interact with 
characters in more civilized 
ways. Pressing space brings 
down an options menu so you 
can save to disk (overwriting 
any previous Save), examine 
Ranx's health, repair him (with 
collected spare parts!) and 
discuss. The latter option gives 





Ron*'s principal 
appeal is an 
uninspired mix of 
gore ond 
occasional female 
nudity. Reducing 
people Jo chunks 
of flesh is the point of most 
gomes, but few are so explicit 
and the number of women you 
con bill is disturbing. 
Nevertheless there's obviously 
a sick fascination in getting 
further to see the next sicko 
graphic. But after o while the 

Iraphics begin to repeal, and 
* basic crudity of gameplay 
becomes annoying. Ranx is 
irritatingly sluggish to control 
and there's also the old trick of 
not many locations being 
covered up by a high difficulty 
level. 



For a few games I 
was strangely 
fascinated by the 
^ , depraved violence, 
' beating people 
^^f?l into bloody pulps. 
BlllU However, opart 
from some grotesque graphics 
and good sampled sound 
Ranx is a very ordinary beat- 
'em-up/arcade adventure* 
Character interaction is 
severely limited as Ranx's 
communication system isn't 
exocrty sophisticated — rather 
tike the game as a whole. 



PRESENTATION 6 1V. 

Qwta o lot o* dufc ott*tfrq 

GRAPHICS 68V. 

A*wtty» puth K'oll tttMbgroftffv 
fQwvM* ommaV*> vl pUnty of 

SOUND BOV. 

FX. 

HOOKABILITY 61V. 

utko* or* MttTf to pvniif 
LASTABILITY 58V. 

Ift not Phol Ug ond toughrttst *nay 
put youott 
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• Rainbow Arts, 
Amiga £24.99 
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| I ( > the last day of schedule, 
I but we can't miss this 
I conversron of last month's 
C64 Gold Medal winner The 
story obviously remains the 
same, the planet Landorin has 
been invaded by the massed 
forces of The Machine. Turhcan 
answers an SOS and is soon 
knee-deep m attack robots. 

This massrve battle takes 
place over five worlds, each 
with two levels (apart from 
worlds two and three which 
have three levels). The basic 
game consists of multi- 
directionally scrolling arcade 
exploration with zillions of 
baddies to take on, dozens of 
different types according lo the 
world, and two mega-monsters 
on most levels. Finding the 
level exit is the main aim, but 
dozens of diamonds can be 
found and if they're all 



collected, contmue-plays can 
be earned. 

Beside his basic laser 
Turrican can hold down fire to 
create a lethal beam which can 
be swung around in a 360 arc. 
Pressing space" activates a 
smart bomb while holding 
down fire at the same time 
unleashes a mega-smart bomb. 
Turrican can also transform 
into a whirling gyroscope 
which is useful for getting 
through small gaps. As you 
explore extra lives and all sorts 
of weapons upgrades can be 
found, including three-way fire, 
bouncing balls, extra smart 
bombs, extra energy and so on. 



i r 
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* Numerous levels of parallax scroll and some ultra 'highspeed scrolling 
distinguish the shoot- 'cm-up levels. 
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Now THIS is realty something!! As he mentioned in the recent inter- 
view, Manfred's inspiration for his games has been the coin-ops and 
with Turrican II he's gone and brought us on arcade machine and 
morel The feel, the look, the whole shebang is so slick. And just so 
we don't get too familiar with the Twrkan fstyle gameplay, he's 
thrown in one of the fastest horizontally scrolling, Vukan Vfenft/re- 
style shoot-em-ups around. Nemesis fans will love it as this is as 
close to the coin-ops as any computer has come, superbly equalling 
the PC Engine for authentic Japanese coin-op action (dig that musk 
on the shoot-' em -up sections). 

The challenge is formidable and mappers are going lo have o 
whole of a lime with this beauty. As I said last issue with regard to 
the C64 version, I don't think Turrican II is as stunning in its originali- 
ty as the first game, and that applies to its 16-bit incarnation. That 
doesn't stop it from being a blast-and-a-half on a massive scale — 
the three-screen- high batrobot thing still looks good and the wind 
effect on level one is great. 16-bit enhancements include the attrac- 
tive backdrop colour scheme, the excellent music changing to suit the 
situation ana some sampled speech. None of this sounds too out of 
the ordinary for an Amiga but the way it all comes together makes 
this a far from ordinary release. 



For the three levels of World 
Three, Turrican climbs into a 
spaceship for some 
spectacular shoot- em -up 
action. Level 3.1 is a simplistic 
horizontally-scrolling blast- em* 
up. 3.2 mixes in vertical 
scrolling while 3.3 is a high 
velocity test of reactions! 



Turrrcan 1/ further emphasizes 
the guH between the potential 
of original games and the 
clapped out ideas of so many 
ruined coin-op conversions. 
1500 screens, five distinct 
graphic styles, three horizon- 
tally scrolling shoot-'em-up lev- 
els, one vertically scrolling 
blast- 'em- up and masses of 
imaginative boddies odd up to 
unbelievable volue-for-mone) 
Much harder than the oriqina., 
H makes excellent use of the 
Amiga and is likety to appear 
on me Sega Megodrive com- 
pletely unchanged. The graph- 
ics ore full of neat touches and 
the varied soundtrack provides 
superb musical accompaniment. 
A classic art ode adventure. 



PRESENTATION 92% 

Superiative intro ood end -game 
laquence*. earned conhnue-plays, 
fait multilooding. 

GRAPHICS 92% 

Frve distinctly different woddi, 
imaginative boddw* and numerous 
mego-moniler? all exploiting the 
Amiga'* palette. Ptui some glfro- 
ropid scrolling 

SOUND 94% 

A variety of coin-op-ityl* hinet, often 
altering occcwding to whofi happen 
ing in me game, plui sampled speech 
lor ptcb-upi 

HOOKABILITY 91% 

Eaiy to get into, with plenty to see 
and do on level one. 

INSTABILITY 94% 



* Coming under fierce attack on the Gigeresque level 




A mcmrve tolk, packed with variety 
and challenge . 




Awesome. 



REATEST ADVENTURE OF 



YOUR CHILDHOOD! 




Enid Blyton's much loved characters come alive in this faithful version 
of the best selling book. Using the "Worldscape" adventure system 
you can play any of the children as they solve the mystery of 
the Treasure Island. Featuring a powerful text parser and many 
graphical locations, this is a game for the young 

and the young-at-heart 

AVAILABLE SOON FOR 
AMIGA, ATARI ST, C64, AMSTRAD CPC (+), SPECTRUM AND SAM COUPE 

© DARRELL WATERS/ENIGMA VARIATIONS LTD 1991 



ENIGMA VARIATIONS LTD.. \5 NORTH P 



0423 500291 



ZZAP'TEST! 




• Ocean, C64 
£ 1 0.99 cassette, 
£15.99 disk 





Quald is a man who 
everyone distrusts, a 
triple agent who is most 
cruelly betrayed by himself. As 
the story opens Quald Is 
apparently a happily married 
construction worker on Earth, 
but in his Increasingly vivid 
dreams he Is a secret agent, 
fighting a brutal Martian 
corporation. One day he goes 
to the offices of Rekall, which 
specializes in implanting 
memories of faraway holidays 
at the fraction of the cost of 
really going there. Quaid wants 
to be Implanted with a holiday 
on Mare in which he's a spy, 
but the implant process 
apparently goes wrong. Quaid 
really is a secret agent, whose 
real memories have been 
suppressed. In preparation for 
such a terrible event, Quald has 
contacted a friend to provide 
himself with clues to his 
identity. In level one, a suitcase 



with some vital equipment and 
an explanatory video of the old 
Quaid must be found. 

Presented in side-on fashion, 
Quald must leap over 
numerous spikes, jump onto 
lifts, punch or shoot baddies 
and work out the right route to 
level two. The objects he needs 
have been hidden in crates — 
opened by punching them. 
Oxygen bottles must be 
collected for Mars, plus special 
weapons such as high- 
explosive bullets. One object 
increases Amie s strength, 
shown by his bulging biceps 
on the left. This means when he 
dies he can contlnue-play — If 
he's got past a certain point on 
level one; otherwise he just has 
one life and the energy bar at 
the bottom. 

Levels two and three are 
overhead race games; the 
Interlevel platform level 
mentioned In the preview has 




I know rfs familiar gameplav and doesn't odd anything 
new over something like RoooCop 2, but W* fun and is 
podded out with gorgeous presentation. Hie Meegon 
style is evident with the platform levels having o certain 
Untouchables Level 1 fee) about them and this is no bod 
thing when it comes to playability. The graphics are ode* 
quote and ihe enemies look good (better than Arnie 
actually) but I was a little miffed to see that, after the first two great 
intra screens, the game itself was so locking in colour. 

Difficulty is harsh, especially when you start a new level with no 
continue- plays left, but I must confess I did enjoy it a lot Exploring 
and learning is fun, the incentive to see the bitmap screens strong 
and there's a pretty decent car sequence to break things up* 



* Quaid's Martian holiday has turned into a violent nightmare, (level Four). 
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The best thriller of 1990 hos finally smashed its way 
onto home computers, but it was a long and gory fight 
with Ocean taking the game off Active Minds to finish rt 
in-house. The game is now credited to Mentus Absentia) 
Cleariy Total isn't a superslick production in the Navy 
SEAL* league, which shows up most cteorfy in (he unre- 
markable background graphics and blocky, if effective 
sprites. Gamcploy is an unremarkable mix of combat, exploration 
and pJotfofTns-ond~ladders action but it's still addictive to play. 
Similarly, the overhead-view cob scenes offer very little that's new, 
but add some much-needed variety. While Total Recall is o disap- 
pointment by comparison with the movie, ifs remarkably good for a 
rewrite and is lik«y to provide a good challenge for Arnie fans and 
mappers* 



been dropped! Level two is set 
on Earth with Quaid taking 
control of a Johnny Cab in a 
frantic effort to evade Richter 
and his thugs — agents of the 
Martian corporation. Level 
three takes place on Mars 
where Quaid has met Melina, a 
female resistance leader 



j 
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Together they catch a cab 
driven by the mutant Benny, 
but once again Richter is in 
pursuit. 

The final level is similar to 
the first Quald must firstly find 
the Rebel resistance leader 
Kuato, who will reveal the 
location of the alien reactor 
This vast machine will 
transform Mars, releasing 
oxygen and freeing its people 
from the tyranny of the Martian 
corporation led by Cohaaggen. 
Quaid must find the reactor 
and defeat Cohaaggen before 
he blows the reactor up* 



AMIGA UPDATE 

Foil review next month. 



PRESENTATION 86% 

Excellent intro and interlevel screens 
on disk version, good continue ploy 
and text messages. 

GRAPHICS 75% 

Unremarkable backgrounds, but 
blocky sprites actually work well Cab 
scenes ore okay 

SOUND 80% 

Choice o( ominous, bos* -heavy 
sound frock or spot FX. 

HOOK ABILITY 80% 

lough start, but once you learn ihe 
route addiction sets in. 

LA STABILITY 72% 

Four levels provide a substantial 
challenge. 
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ZANY! 
ADDICTIVE! 
WHACKY! 
CRUEL! 
WILD! 
IRRESISTIBLE! 
TEAR-JERKING! 
FUN! 
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Clyde Radcliff Exterminates All The Unfriendly, Repulsive Earth-ridden Slime 

By Apex Computer Productions 




TO THE RESCUE! 

Held in devilish torture chambers, an entire 
village of Fuzzy Wuzzies— the cutest but most 



mischievious characters ever— need your help! 

Control Ihe only free Fuzzy, Clyde Radcliff, 
on a mission that takes him through the haunted 
Black Forest of Gateau, to a land mil of crazy 
creatures, scuba diving in piranha ponds ana 
into the lethal torture chambers themselves! 

You need quick reactions, a sharp brain and a 
crazy sense of humour to complete the cartoon 
game of the year— Creature^ 



CBM64/128 
£9.99cass£14.99disk 
Amiga and Atari ST £24.99 



FREE! 
A FUZZY WUZZY 
IN EVERY PACK! 





Commodore M SCfMM 
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Thalamus Limited, 1 Saturn House, Calleva Park, Aldermaston, Berkshire RG7 4QW Tel 0734-81 7261 



MIRRORSOFT 

Wow! Just saw Back To The 
Future III on video and watched 
the end FX four times over — 
ILM top themselves again! The 
story's a bit mundane, but 
Marty's final time-travelling 
adventure gives plenty of oppor- 
tunity for a great computer game. 
If you haven't seen it yet, the 
basic concept is that after acci- 
dentally being stranded in 1885. 
the Doc has buried the De Lore- 
an time machine for Marty to find 
it in 1955, get it fixed and return 
to 1985. The Doc is happy in 
1885 and doesn't want to be res- 
cued, but Marty learns the Doc 
was killed days after burying the 
De Lorean so it's back to the past 
to save him, 

Probe Software have been 
working on III before // was fin- 
ished and are determined to 
make it the best of the series. 
The game is split into four sec- 
tions. The first has the Doc sav- 
ing Clara, the woman he later 
falls in love with Clara's horses 
have bolted and the doc must 
catch up with her wagon before it 
goes over the ravine. This sec- 
tion flips between two views of 
the action, side-on, horizontally 
scrolling and top-down, vertically 
scrolling- The Doc has to make 
his horse dodge all the obstacles 
while keeping speed up 

Section two takes the scene 
where Marty demonstrates his 
skill with a Colt 45 in a fair- 
ground shooting gallery. His 
amazing accuracy was Ironically 
developed by playing arcade 
games! The next section has 
Marty more unconventionally 
armed — ie with plates which he 
must throw at the villains to stun 
them. It's a static 3-D scene with 
Marty moving up and down while 
villains pop-up at the windows. 

The final section is the one 
with those amazing ILM effects, 
where Marty and the Doc use a 
steam train to push the De Lore- 
an up to the critical 88mph where 
the time-travelling machine kicks 
in Look forward to a demo 
and full review next month 

KRISALIS 

The software house with a butter- 
fly logo has been all too quiet of 
late, but it's ail been in a good 
cause with two very interesting 
games In the offing Hill Street 
Blues is being computerized, with 
an ambitious project that com- 
bines an overhead view of the 
district (with 600-plus vehicles 
and 600 pedestrians) and all your 
favourite police characters who 
must be sent to deal with various 
crimes. From drunks to robberies 
to murders, it all has be to dealt 
with. 

The second Knsalis game is 
Revelation, an intriguing puzzle 
game with over 90 levels revolv- 
ing around safe cracking! Does 
Captain Furillo know about this? 
In any case both games should 
be out February time for £19.99 
on the Amiga. 




* back To The fvtvrv III: Can Doc stop Clara's wagon before it plummets 
down th* cliff? 




* A good ol' Wild West shoot-out — with a difference: hem Marty throw* 
plates at the baddies who appear at the windows in the third seen* of 
Back To The Future III. 




* Domark's ambitious 3-D Construction Kit allows you to Freescape your 
own fantastk games. (C64) 





* Choose from an amazing variety of characters to play in Gauntlet Hi 






* Data liberation's Penthouse Electric Jigsaw features some risque wildlile 
shots! (Amiga) 
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* The rewards are great in Supremacy but so are the dangersl 



SUPREMACY 

(Virgin/Probe) 

A tale of intergalactic battle for 
domination, Supremacy pits you 
against four of the meanest dicta- 
tors this side of the Spiral Arm. A 
Sizzler on the Amiga it seems a 
strong challenge is guaranteed 
and for the first time ever we 
have here a strategy game with 
great graphics and intra 
sequences by Hugh Riley and 
some superb music and three- 
voice FX from The Sonic Circle, 
otherwise known as Jeroen Tel 
The UDG graphic/beep sonics 
wargame is no more, rt seems! 
Next month, Boris Myashirov 
puts on his review helmet and 
jets off into space again to take 
on Kraat, Rom and their buddies. 



For now though, here's some ace 
preview shots Supremacy will be 
released in mid-March, priced 
£14.99 cassette. £19.99 disk. 

SYSTEM 3 

Last Ninja III is planned for simul- 
taneous release on Amiga and 
C64, with System 3 working hard 
to ensure the 16-bit versions sur- 
pass the beautiful C64 game. As 
you can see, the graphics are 
looking hot and gameplay will be 
subtly improved over the C64. 
Some opponents will be twice as 
big as Armakuni, while the end- 
of-level shoguns are going to be 
absolutely spectacular with some 
dramatic weaponry. Likely to be a 
three-disk product, we hope to 
have a review soon! 



* US Gold's Gauntlet HI is coming along very nicely on the C64 with 
simultaneous two-player action* 




* Gremlin's conversion of the HeroQuest boardgame promises to be an 
intriguing mix of arc ode action and exploration witn over ten scenarios to 
boot* (Amiga) 




* Supreme 



K>*e your alien opponent 




* High quality graphics seem set to moke Ninja III System 3's finest 16-bit 
release to dale. 
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A500 BATMAN PACK 




The Commodor* A500 Batmen Pick mutt 
w»*¥ 'ana m ono or th« most populw ram- 
purer ;-j : *■ evert Tm pac* feature* the 
Commodort Amiga 500 computer wllh 
mouw controller and TV modulator, plus 
four lop aoftwav© UUm The wthtif* in 
cnjdo* Batmen The Mcrvte ■ Rid Gotham 
City o' f f - A cunntftg toner, to Ocean* lop 
se'Ung title baiM on the blocebuaief Bat 
man Wm Haw Zealand Story - high quad- 
ty coftvftttjon ot the ieecmg arcade game 
tnterceplor ■ Oog'tgnt with two F-te 'a tn 
tti* fading flight fttmutaior Detuie Paint 
II * top oueitly Amtga graphic* pecfcage 
when wit the standard tor other* to loUow 
Return In* coupon trx tu finer daiaila 



PACK INCLUDES: 

«00 Computer a Mouse £399,99 
A520 TV Modulator £24.99 
Batman The Movie £24.95 
New Zealand Slory £24.95 
Interceptor £24.95 
Deluit Paint II £49 95 

TOTAL RRP: £549.78 

Less Pack Saving ; £15078 

PACK PRICE: £39940 




AMIGA 200i 




For the mora ear toue or profaationaJ applica- 
tion* u te:. Commodora have a aataction of 
systems oeeed around tne expendebie Amiga 
2000 at price* hum *VAT The A?000 

feature* a fulr 1Mb RAM WperuJable to 9Mb> 
9 sy*tem ejipanaion uoU piu* iBM com- 
penality mm me uea of PC- XT or pcat 
O'tdgefeoaro* Complete and return ma 
coupon, puttng a tlca 

m the A5000 bo*, for 
decafe ot A2000 com- 
puter flyetem* 



£1295 



FLIGHT OF FANTASY 

Fhght Fantaay it the very taieai Amiga 500 pack from Commodore 
featuring BRAND NEW tc*w*/e nmaaei. lo maae It** the moet spec 
tacutar A500 pact avert The pack feature* the Amiga 500 computer 
with mouie controller and TV modulator, at wed! aa tour top iryrware 
ir»M The** include the Wiowing 



DELUXE PAINT It 



trw n*jn ajpajai enaamc* pee/am 
mm tift^jird *o other tav^a 
wUgM Oaiuaa n indue** 

0O*»ftwi m*y *0 dH K>0*f rhai Onng 

omI In* mti in tow Creafta nmar 
cvch a ^aaaa j ap a JOr^jws*** 
i> turn doodla 



f$C4Pf ftMOT KOrtSTfflS 



- a amiict umo* atory w*h cr»m< 
bow a^aj4ataci o^^jm 
and Ouu «t«ilN Ptenei Jt reesu 

tng Njmir* »ho h» been tapturad 

ta, trw ftoeot Voniawi and »oix#o tu 
CM* a^ •¥< Rebst Aonr b oesthov 

EARTH* Jh and DM ftom ifimr a*y 

Jf^ouon hi**** ***l FkOA o 



RAINBOW ISLANDS: 



Hp maaj< •Mmb. >acha* 

thrvanng « ip«h M wiu m f*ed, 

n» Don 10 MeMH yauaaiafv 

asinto' 0c#i «wigir>g 

i*FitJ cumtM >n*cMnat. w^cnarttca 1 
»«*| if« towtdati* D»"v* 

*ond rT da'tcm arc) 4 mh«a«anai 



the ^etmaM m Aqm iimuMAoo w*i a cwv 
or n*> «vtf *r^ wd iw aatiia arv**or^i»mi 
*tft Jwti 3* tJitf»i*m iao4«j ifuMm 

■ ■ - j ' ' ' b***4 tavikM. 1 0 :. cernaa 

lha H <t tatfum n rtflitu Ra ■ 1 Htrm 
oedaxi e*aWis mciudwg ima >*ur 

an#*a"i« lha naakauc Vai t* lhi« *|jnnmg 
a^ulatw 



PACK INCLUDES: 

A500 Computer l Uouta £399.99 
A520 TV Modulator £2459 
Detuie Paint II £49J5 
Escape/Robot Monaiera C19J9 
Rainbow lalandi £24.95 
F29 Reteliator £24,95 

TOTAL RAP: E544.B2 

lata ftc* Saving: C14SK 

PACK PRICE; £3tfcO0 

£399, 



FOR FURTHER DETAILS OF THE AMIGA 
RANGE, COMPLETE THE COUPON AND 
RETURN IT TO SILICA SHOP 
THE UK's No1 AMIGA SPECIALISTS 



SILICA SHOP OFFER YOU 



FR££ OVERNIGHT COURIER DELIVERY: On all hardwvo order* snipped in the UK 
technical SUPPORT HELPLINE Team of Amiga technical experts at youi service 
PRICE MATCH: We normally match competitora on a "Same product - Same pnee 11 basis 
ESTABLISHED 12 YEARS: Proven iracfc record m process Jonal compote' sale* 
f f J« TURNOVER (with 60 staff) Solid and reliable with maintained growth. 
BUSINESS/EDUCATION/GOVERNMENT; Wume discounts available lor large orders 
SHOWROOMS: Demonstration and training facilities at Our London & Sidcup branches 
THE FULL STOCK RANGE Ail ot your Amige requirements from one supplier 
FREE CATALOGUES: Will be mailed to you with offers and sottwara/peripherai details. 
PAYMENT: By cash, cheque and alt major credit cards. 

CREDIT PAYMENT TERMS: S't-ca are licensed credit brokers - return coupon for eMails 

Baton >ou dtcide *nan to Duy your new Amiga computer, we lupgeai you mini* very carefuty about WHERE 
rOL> buy n Cona'da* •oat ms\\ be tihw a taw months after buying your Amiga, wban you may reou're edditona) 
denpnetalt o* aof ware or ha*p end advice mth you* near purcKaae Ano. artll I he company you buy bom contact 
you «*th detail ol new product*? At StNca Snop we aniura mat you w»i nave naming lo worry about &!«:a neve 
been ettaoiiaheO tor over t7 year*, and have an annual turnover of CO million with oui unnvaaed eapenence 
and *i petite, we can now clatm to meet ov cuetomera requirement! with en unoeraiand^Q wtwch « aecond 
to none Out Q>onljueira*e our wr>d tarn Corrapleei and return _ 
me coupon now ttv our laieer Praia Merature ano begtn to- et* 
penance me S>ca 5hop 5er**ce^ 



MAIL OROER: 1-4 The Mew Hatherley Rd. Sidcup. Kent. DA14 40X W: 081-309 1111 

OOv .Hit*o Opfl- Man Sal i Ml**. rtCOc-" taitP s^n 0;« r f * 4 t jej m W$ W> 

LONDQH SHOP: 52 ToMenham Court Hoafl. London, W1P 08A " V:"lI71 5*W 4000 

Op ening Mount Men-Eel ajOam^erjOpm Leu Nyi Tn^ lT ^ ap^_ ^a. Kc 07i-5?34Tj7 

SIDCUP SHOP: M the MaafS. Hathcrley Ro. S*dcup t Kent. DA14 4DX M: OBvaOZBSli 

Open*no H^ra Moo Sat ftQOa miJOp m t aaaMejht FnCey unhi hjm H* He OJl-JOBOOlT 

BUSINESS/EDUCATIOM: 14 fhe Mews Hatherley Rd;"Sidcup, Kent. DAll 4 OX let 061 308 06B6 

f>oer L>^aH Open Man *r\ ftMam 600p*^ Clo*e4 on Saa^tJayi faa >an iVt-noaol 



RETURN THE COUPON NOW FOR ^ 

FREE BROCHURES^ 



SILICA 
SHOP 




t Stllca SHoo. ZZAP03 91 -32. 1-4 The Me*5 Hatherley Ru, Sidcup. KenToAlTdDX 

i i^^Hwii i w iii i i i^M i r i wi a i iiLmmiLii 

| Mr/MrsrUe: MM* Surname | 

| mOdrew; — ^hh^oh ' m mW e m **it*tt**i ...*..~,*„„. t . t „ ^ 

mMUiH un t ■ i ^wviw HHMHimniM ilimiJiHiafliM J ■ "If irf " "ff tit'rt'f I r 1 1 1 f 1 1 

I | 

| Postcode. Tel: | 



^rVhK;h compuferfa). if any, do you own? A2fXW_lJ 

taut acTtv^iaad dim **»lrih« *^a< cti*"y* ^ 9Hfl ^ ojhic*' «c in* 4im -^hw-ai*in 







ARTiRIDGEfBECAUSETHE 
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COMING SOON.. 







